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He toasts his enemies one by one. And this 
time, he’s not taking any prisoners. Spyro is 
ona rampage in the air, land and sea. This is 
one fire-breathing dragon ready to take on 
the world. Spyro 2: Ripto’s Rage! It’s fast. It’s 
fierce. It’s where second-degree burns are 
just part of the job. 


Mess with him and 
you'll get burned. 
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Spyro 2: Ripto’s Rag 
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Now that the virtual dust has settled from the announcement and showing of the PlayStation 2, it's back to business as usual — that is, | 


~ until the official Japanese launch next March. What this means for us, is playing every single one of the gargantuan amo 


Ret b | > | 
OFF@QUAKENET games hitting retail shelves as you read this. Check out Dave's Exit column in the back of the issue this month to get his slant on the holiday 
market, as well as his working list of same of the best buys this holiday season. oO 


Looking ahead to next month, we've got some serious celebrating to do, as it will be our SOth issue! That's right, weve been art 
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PlayStations American launch — no other PS magazine can lay claim to that — and were gonna whoop it up in a big way. Be sure to par 
serving PSExtreme trivia quiz (all contestants will go away with parting gifts), as well as check out our fourth annual, 1999 PSExtreme Awards, where we give propers: 


to the games that excelled and make fun of the ones that stunk. 
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Well see you next month, thanks for reading. | — 
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When Greg actually had 
a day of free time this 
month, he decided to 
strap on some 
Rollerblades and take to 
the trails — bad idea. 
After a trip to the hos- 
pital and three weeks of 
tending to second and 
third degree road rash 
on one half of his body, 
hes decided its much 
safer to play Tony Hawk 


Dave has spent the past 
month beating a series 
of new releases. Spyro 
2, Medal of Honor and 
Toy Story 2 have all 
fallen victim to his 
voracious appetite. He 
is now looking forward 
to some quality time 
with TR4, POPSD, CTR, 
Soul Reaver, Winback 
and, yes Sega fans, NFL 
2K (if he can get it to 
work). 


and The Jets.” : 


Since joining the staff, 
Mark has been spending 
more time writing about 
videogames than play- 
ing them. If this trend 
continues, by Christmas 
he expects to be writing 
0 page reviews on 
games he hasn't taken 
out of the CD case. He 
has always wondered 
who the heck was 
whistling during “Bennie 


looks, she does ballet 


Wet from his recent 
Swimming excursions, 
Dillion has taken on the 
task of building a lazy 
river that flaws through 


Everyone out there 
needs to say “hi” to 
Adam's good friend 
Nicole. Shes this awe- 
somely cute girl who 
just happens to be his 
girlfriend's roommate. 
On top of her good 


take a crash-course in 
the art of “fake 
__wrasslin” in order to 
write the Official 
Strategy Guide for THO's 
dancing and works with —upcoming N64 
kids as a speed thera- —- Wrestlemania game. If 
pist. lf you happen to be —_—_—you, ask him why he 
out in the Bay Area, say, Cause Eric says 
look her up. sol”. 


Greg, is so sick of hav- 
ing his computer 
drenched, he has 
threatened to drown 
Dillion's plans. Of 
course, D's super 
weapon is in the works, 
more next month. 


the entire DP office. EIC, 


hen Alex isn't talking 
smack about things he 
doesnt know, surfing 
the internet for the lat- 
est stock quotes and 
real estate listings, 
chatting on-line with his 
exotic sports buddies, 
and flipping through the 
pages of the newest 


interior decorator cata= 


logs, hes actually writ- 
ing about video games 
— imagine that. 
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Tony Hawk, CTR, Spyro Currently playing: TS2, Resident Evil 3. That's it! Grand Theft Auto 2, Music Generator 2000, Tony Hawk, Quake Il, Big Ol' Bass, 

2, RES, Die Hard CTR, 40 Winks, TR4 Nothing else! (Yep, it's Pac-Man World, Test Drive 6, Gran Army Men: Air Attack, International Track & 

Trilogy 2 strategy guide time Dragon's Lair, Wipeout 3 Turismo 2 Toobin’ Field 2000, Dukes of 
again!) Hazzard 
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THEY COULDN'T HANOLE BEING 


i JOHN McCLANE, CAN You? 
: DIE HARD TRILOGY 2 VIVA LAS VEGAS, BAR 


Lots of people question our accuracy this issue, and we. ie 
point out our correctness. The hot topic is aboutthe =i si 
mod chi iroipeiaddd 
~~ [etter about that, too. 


SCEA and MIV go back to school, Promotions hi 
Fox Interactive, Enix goes ahead and sets up American eS 
offices, The Phantom Menace i is vb aes wu Paz ye 


We sil havent come up with a iad song to sing about 
the EXware section. We had someone send in a music video 
for EXware, but it was just too much. We nly need a 


little ditty Please, a ditty. 


A big improvement i in the EXecute section this month, with 
codes that all mostly work, for games that are mastly new. 
You should like this section. We give away prizes, too, so 
you should send us codes to win prizes. It's swag, Free, 


Weg go ahead and fit ten pounds of EXclusive info inro a five pound 
bag. The section is stuffed with Toy Story 2, Galerians, a 


Turismo 2, Tomba 2, plus another awesome spread concerning 
the latest happs with the PS2. So good, so nice, 


A rae and candid tak with the developers of fan Theft EERO as 
Auto 2. We talk to, like, five or six different people wha worked ee ASS 

on GTAZ, alin this one interview. We didn't take any pictures By : 
of them, though. rt Gas a) ee ne 


cris ol sie rin CO ae | . 


vate. Read all about it. se D e cti ij qj. 


We'll take on the world with flexibility and style, creating Me 
flashy preview sections like the dickens. Doing this has : 
become a favorite pastime of ours, so we would like to pre- 

sent the EXpecting section. Previews, they are. 
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me review vse ‘tones review sections ve folate a humid 
earthy scent when moistened. Not ours. We tested. We 
took a sponge, ran it under the faucet and gently wiped 


- the EXrated section until the pages started to wrinkle 


Slightly. Even after a week, no smell 


| ‘huge sports games almanac that he keeps nearby to refer 
‘to-at certain, key moments. Weve never heard of anyone - 
‘doing this before and dant know how to feel about it. os 


Woody dnc: bUZZ 5 Am 
UOICESASStyle: 


© ine thing we like is games from Japan and other countries that 
are outside of re and not part of America. We like to feature 
them on these particular pages and talk about them and play them, 
even though we cant read the text. Sometimes, while playing, we 
think that, maybe, they are making jokes about us Americans 


g% ey who are trying to play their game without reading the text. 
sPorts ad 


‘Ohne person we heard from cut out the SPorts section fram 


each of our issues and glued them all together, creating a 
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You could refer to this section as “the master list of 
games we once reviewed . It would be okay to call it that, 
because that's a pretty accurate description of what this 
list actually is. 
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Dear PSExtreme, 


I want to say great mag guys, but check this out. | 
was reading your Nov. °99 issue and right after your 
EXware I see a 3dfx advertisement mocking and making 
console players and yourself look stupid. "Console 
gaming can really be a lot of fun. So can finger puppets. 
You might want to give those a whirl, too... There’s also 
a reason why you shouldn't be playing w/a console. 
Actually, it's the same reason, they both suck." Umm, 
why would you ever make console players see that in 
your magazine? I don't want them thinking you’re a 
bad mag, but just a mistake :) 


LiLportugal NEL 


Dear PSExtreme, 


In your newest issue of PSExtreme, it said that PS2 is 
DVD compatible. Now, in the PSM October issue they 
said that PS2 will not be able to play DVD movies and 
will not have a modem. Now, | must be honest. I think 
that the PSM magazine is telling the truth. I always try 
to get the most info on one subject and try to rule one 
or the other out, but right now I am really stumped. This 
is really important because | might buy a PlayStation2. 
| am deciding between that and Dreamcast. Right now 
| own a PlayStation, and I am reluctant to sell it because 
of all the good games I have on it. But I really need 
to get a new console to broaden my horizons in gaming. 
I really support Sony and Sega, but sometimes it comes 
down to what is the best at the time. The reason I don't 
like Nintendo at all (except for the Gameboy part) is 
because I always believed they copied off of Sega ... 
with the Sega Genesis, it was the SuperNES, the Sega 
Saturn, it was N64. That is my personal opinion. This 
is Very important. 
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Dear PSExtreme, 


Hi, I'm just writing about all the bashing that's going 
on and how stupid it REALLY is! You see, I've been 


ie Ori 7jC5 (7 


gaming for over 20 years now and know ALL too well 
that the bashing going on is just NUTS!!! I'm referring 
to the letter in your Nov. '99 issue from Ryan A.K.A. 
Da Juggalo, he rants on about Sega's new machine and 
all... Now, I would normally let this go BUT this letter: 
needs to be sent to someone on YOUR very staff!!! 
Why’, because your answer needs to be read by David 
Jon Winding!!! Your publisher... I'm SO tired of his 
Sega bashing and it is NOT funny at all! Your answer , 
is correct! We need all the systems to succeed! There 
just can't be Sony... sorry that just does NOT hack it, 
at all! I'll STOP playing games if there is only Sony! _ 
Dave has gone on and on about how Sega's going under. 
and all this CRAP...I'm done reading his TRASH!"! So, , 
please send him your reply about how he needs not . 
be bitter and let us gamers see for ourselves if we like 
one system or another. 
I think as gamers we can see the writing on the wall! 
Sega has a jump start right now and they seem to be 
doing well and I know PSX will be back but | DON'T 
need Dave to tell me how Sega sucks and all this 
jibberish, what I need to know is what do the different 
companies have to offer me as a gamer and let me make ° 
my decision based on the facts! Also I've read that 
the PS2 is NOT going to be able to play DVD movies 
as you've stated so many times in your mag... Others 
disagree with this and, from what I've seen, I don't 
see the PS2 being able to do this. Thanks for your help 
and help us gamers out for once. ‘ 
Micke McGowan 


PS... Long live gaming and ALL the systems!! 


Dear PSExtreme, 


Hey, what’s up? I have an AWESOME idea for some | 
EXWare!!!! I can guarantee it will get a Platinum!!! . 
It is something called a" Rumbler." | 
got this idea when I saw the "Wrist Rumbler." It is a 
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WHAT IS THE EXTRA “D" 
IN YOUR NAME FOR? 


IN NBA ShootOut 2000, 
ARE YOUR HIGH TOPS TIED 
IN A DOUBLE KNOT? 


I$ IT TRUE YOU'RE 
ALLERGIC TO CELERY? 


DOES YOUR UNIFORM START TO 
CHAFE BY THE FOURTH QUARTER? 
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It’s NBA ShootOut 2000 starring Jason Kidd. Check out 300 new motion 
captured moves with 42 signature dunks, or design your own slams 
with “Create Dunk.” New defensive Matchup & Deny™ and offensive 
Read & React™ artificial intelligence gives you the most realistic 
hoops game play ever. “Touch Shooting” even lets you control the 
accuracy of your shot. You think you got enough game? Bring it. 
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www.989sports.com 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment inc. NBA ShootOut is a trademark of NBA Properties, inc. The NBA and individual NBA member Team identifications used on or in this product are trade- 
marks, copyrighted designs and other forms of intellectual property of NBA Properties, Inc. and the respective NBA member Teams and may not be used, in whole or inpart without the prior written consent of NBA Properties, inc. ©1999 NBA Properties, 
inc. All rights reserved. 989 Sports and the 989 Sports logo are trademarks of Sony Computer Entertainment America inc. Developed by 989 Sports. ©1999 Sony Computer Entertainment America Inc. 


rumbler with velcro to strap around your *CENSORED*. 
It vibrates at the same time as the Dual Shock, but it 
feels a lot better!! Now people playing "Driver" will have 
a good reason to crash the car. People will love to use 
Guardian Forces in FF8!! Well, what are your opinions on 
this product??? 


Jon and Steve 
You nutty people. You're so nutty. Stop that. Get a room! 


Dear PSExtreme, 


These questions are for Alex, who apparently did the review 
of ‘All Star Tennis '99': 

You said that V-Tennis is your favorite PSX Tennis game. 
Most other reviewers give it a bad review. Is this just 
because they're not 'real' tennis players, as you seem to be, 
and don't appreciate the subtleties of the sport like you do? 
Also, I've read some good reviews of 'Sampras Extreme 
Tennis’ and 'Smash Court Tennis' that only seem to be 
available as imports from the UK. Have you played these 
games and, if so, how do they compare, in your opinion, 
to V-Tennis? 

I guess the reason I'm wondering is because before I go to 
the trouble of buying an import game (Sampras or Smash 
Court), I want to make sure that it's going to be a lot better 
than what's already available. I do want a game that 
simulates a real tennis match, because I like to play 'real' 
tennis. The best one I've found is a game called "TopTennis" 
(I think) for PC. It doesn't have a lot of options or awesome 
graphics, but it has an interesting control scheme where 
you control your swing by pressing a button for the 
backswing, and releasing it to actually swing forward. | 
thought that this is a pretty good way to simulate a real 
tennis swing, since you are rewarded for an early backswing. 
I was thinking that a modified version of this scheme, 
combined with the analog PSX control, would yield a good 
result. 

Any thoughts are appreciated. 


Thanks, 
Jordan Walters 


Oh boy, a letter for Alex. He'll be so excited... Unfortunately, 
Alex's whereabouts are unknown at this time, so he is 
not available to comment. Rumor has it that he’s been 
hanging around the T-courts hoping for a ball-boy position. 
He’ got talent, that Alex. 


Dear PS Extreme, 


My name is Vince, and I am a relatively new reader of 
your magazine. However, | have found it very informative 
and plan to make it a regular in my magazine purchases. 
I was just hoping if you could help me with this problem 
». am having. Recently, I purchased Dino Crisis. When I 
“got home, I tried to load it up in my PlayStation and I saw 
the initial warning screen, "This game contains scenes 
of explicit violence and gore." After it got through with 
‘that however, it went directly to a screen with a big warning 
circle in it and Japanese writing all over the screen. 
‘Obviously, I don't read Japanese so I was wondering if 
you could tell me what happened. This also happened with 
‘the demo of Resident Evil 3. The only thing I could think 


of was that about a year ago I had an import chip installed 
in my PlayStation and that that might be causing a conflict 
with the game’s programming but, until now, nothing like 
this has ever happened. If you can help me with this 
situation, it would be greatly appreciated. I was hoping | 
would not have to shell out a lot of money until the 
PlayStation 2 comes out. If not, oh well. 


Thanks for listening. 
Vince 


Our favorite EiC and resident dilemma technician, Greg 
Off, was between deadlines and so emailed Vince the 
following: 

Yes, your mod chip is the culprit. Capcom, along with 

Square and Sony of Europe, have devised a way to make 
their software non-compatible with chipped PlayStations, 

This was primarily to do battle against piracy and, to a 
lesser extent, American consumers buying import software, 

Typically, this wouldn't be a problem for gamers such as 
yourself, as this software routine is usually taken out of 
the American versions. It turns out (from an anonymous 

source) that it was mistakingly left in the production version 

of Dino Crisis, so anyone with a chipped PlayStation will 
not be able to play the game. There are only two real 
solutions to your dilemma: purchase a new PlayStation 

(heck, they're only 99 bucks) or have your current chipped 
PS re-chipped (there are already new chips to get around 
this problem), but do so at your own risk. 


Dear Greg, 


Thanks for answering my question so quickly, | thought 
that was the problem. Just today however, | found another 
solution to my problem. | was looking at videogames.com. 
They said that I could get around this problem by using 
my Gameshark to fool the game’s programming. The codes 
that I got from them were: 


D014957E1040 Or D00295880005 
8014957E1000 §002958A 1000 


The latter codes I found at www.cheatce.com (Cheat Code 
Central). This was fortunate because I bought a Gameshark 
just for the heck of it about 6 months ago and I was actually 
able to put it to good use (I'm not into using it very much). 
Now, I don't know how you guys feel about Gameshark 
(That's kind of a touchy subject for me. You don't really 
get the full impact of the game if you cheat.), but if you 
wanted to include that in your next issue as well, feel free. 
| tested the second code out and it does work. However, 
it did not work for the demo of Resident Evil that was 
included with the game. If there is a code for that game, 
| have yet to find it. Thanks again for the quick response. 
I'll be looking forward to next month’s issue. 


Thanks 
Vince 

P.S. How can I order a subscription? 
See, Greg? You should have asked Toolie before firing off 
that email. He would have told you about the Gameshark 


code right away. As for the RE3 demo, the only GS code 
available is for the Japanese version. 


| pias 


We 


Dear PSExtreme, 


Asian 


Just got the last issue — | really enjoyed the review of 
Scrabble. Even though it was a scant one-page long, it was 
packed with humor in every sentence. I laughed so hard 
| almost cried! Then I saw that you gave Adam Pavlacka 
credit for writing it and 1 DID cry! 


I WROTE THE SCRABBLE REVIEW! 


Just wanted to clear that up, 
Mark "Android" Androvich 


Whoa. That low-down, plagiarizing plagiarist, Pavlacka 
must have intercepted your review in transit and changed 
the name from yours to his, and taken credit for your review, 
in an attempt to sabotage the entire company! Good grief] 
Hmmmm, Either that, or the layout guy screwed up. 
Nahhhh, the layout guys never screw up. The layout guys 
are like tiny gods, yuh know. They should be the ones that 
get all the free swag and free trips to Japan and all the 
love and attention! Not those no-talent writers! What good 
is text if it ain t made purty by a layout guy? Why, the 
reviewer s name shouldn t even be on the page! It should 
be the layer-outer s name on there! Yeah!! And they should 
get luxury chairs to sit in while they're laying out. Yeah! 
And free lunch and only work four hour days, Yeah!! 
And company cars! Yeah!! Noooo, nat really. Those 
bumbling layout dopes did it. Sorry aboyt that Mark. 


Dear PSExtreme, 


| was just wanting to know...the games we play today...what 
language are they coded in? A friend told me that its all in 
C and C++ but someone else told me that they are made 
in DHTML and JAVA. So, could you spend a little ink on 
this matter? I would really like to know because | am really 
interested in the theory part.I read books like CGW and 
PCX not only because of game news but also because they 
give a little game design and theory lesson. 

It is my Dream to be a game designer and programmer 
and I would really appreciate your help . 

Oh...and keep up the good work guys!!! 


Reginald Miranda 


Your first friend was right. They're programmed mostly 
in Cand C++, with a sprinkling of Assembly when speed 
is needed, Learn to program well in Assembly and you will 
be a programming deity and will never have to worry about 
finding a job. (Although, the problem with Assembly is that 
it’s platform specific, so you'd better get good at Cand 
C++ as well). DHTML and Java are for web pages, mostly, 
Java can run platform independently, but it’s slow as 
molasses in winter, so no good for games, 


Addhess all mail To: 
pe fy) | 
DimenSion Publishing) 
4445 Chess Drive. Suite E 
Foster City. CA Ft+to4t 
e-mail) d>@ quake ney . 
Greg wants To SPonk with you. 
OFF @ quake.neT 
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Excessive Speeding 2:54 a.m. 
Jet Moto racing is back. With an all-new 3D racing engine that delivers 
sharper graphics, faster speed and more adrenaline. Jostle and fight for 
position on 19 killer tracks and 11 insanely fast hover 


bikes. It's the wicked speed you've always wanted, 
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without all the tickets. | The rush is back! 


www.989studios.com 
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PLAYSTATION 2: THE LATESY AND CREAT sr | 


= " Inarecent issue, Japan’s “Hyper PlayStation EX” magazine answered | 
a 7 vob of questions regarding PS2. Here are a few of the more interesting ones: 


Q: When someone inserts a CD or DVD-ROM, will the PS2 automatically play it, or 
will there be a menu screen? 


A: When you turn the machine on or hit the reset button, the machine will automatically 
_ detect what type of disc has been inserted. 

Q: The PlayStation 2 has a24X CD-ROM. How will that aia’ be tial read speed fo we ie ae) 
| A: When running PS discs, the CD drive will operate under | = ae Tae 


= 2X spe =, — _ will be the same as : that of | | | W We CH FOX SPO 0 : ; $ Pl Ay FAY 
SPORTS.. PROMOTE DAVE NEUBECKER 


Will the read speed of the Memory Card be any faster? 
the 3MB Memory Card, the read speed is approximately | Fox Interactive recently announced Dave Neubecker’s 
faster than the current Memory Card. The read ___ promotion to vice president of marketing and strategic alliances 
i” current one i not change. _ for Fox Sports Interactive. I have known Dave for many years 
| and couldn’t be happier for the guy. I first met Dave when 
was a product marketing guy at EA, working on 3D0 titles 
Monster Manor (still one of my all-time favorites). He | 
form EA a few years back when almost all of the good | 
eople left the company (it is now being 1 run my Mo, Larry 
and Curly.. and a number of butt boys who grew up playing 
EA games). Fox Sports has been giving it a go against EA 
_ Sports and 989 Studios for the past two years and are just now 
__ starting to introduce their mainstream (read: basketball, baseball, 
hockey and football) sports titles into the marketplace. If Dave |_ 
__ and his crew are going to make their mark, the timing couldn’t | 
Q: Will PlayStation software have special features for the. be better. EA has been doing nothing but adding features to 
like enhanced graphics or additional movies? old titles for years and 989 is beginning to show a tendency to 
9. When the machine initially reads a PS disc, itwillnot | dothe same Sports can work with their developers to 
s from they just might be able to 
lave the best of luck in his 


u press and hold the reset nie the PlayStatio on 
rn off. = 


loge known for their | 


Wh gecan office this oe low will be located | 
in the Seattle area and the company j ame to release seven new , 


ey 
1 have it, In addition, we have found out that the 
; analog buttons will function as digital buttons 
ayStation game and that the PS2 Dual a 3 
evels of pressure 


welcome Enix t to sthe American 7 s I ee , n lands a. ‘we can a 7 
help but feel that their sights are focused more on PS2 and the - 
next generation of software. : 


SCEA AND MTY GO BACK 10 SCHOOL 


With their Campus Invasion Tour, SCEA and MTV are teaming up 
to keep college students away from their classes, keggers and the 
opposite sex and get their butts in a place that they truly belong... 
in a cush chair in front of the tube. In October and November, the 
Invasion has been spreading to campuses across America, giving 
“students” a chance to try out upcoming titles such as Gran Turismo 
2, Crash Team Racing (CTR) and Um Jammer Lammy. In addition, 
SCEA and MTV are providing live music for the leaders of tomorrow. 
Where were these guys when I was at Texas Tech? I had to use my 
Fast Pass to catch a bus over to the mall and hang out at the video 
game counter at JC Penney’s. Of course, there was some num-nuts 
behind the counter who didn’t know jack about video games. 
Apparently, point-of-purchase marketing had not quite made it 


into the industry’s vernacular. So, I would pay my 50 bucks for the © 


latest Colecovision game ‘(actually 7, MY JC Penney credit card would 
pay and, later, my parents) and hope for the best... no free trials, no 
Recreational Vehicles, no MTV babes, no-Crash and no Lammy. Of 
course, we did have the beer and the babes... the more things change, 
the more they stay the same! 
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“PHANTOM MENACE DELAYED 
IN JAPAN 


EA Square, Lucasarts’ distribution partner in the Land 
of the Rising Sun, has announced that they are delaying 
the release of the PlayStation version of Star Wars 
Episode I: The Phantom Menace by 20 days. 
Originally scheduled to ship on December 9, the game 
will now ship at the end.of the month. 

“While we applaud the decision, we just don’t think 
that the folks at EA Square have gone far enough. I 
mean, why limit yourself to 20 days? Japanese 
PlayStation owners would be much better off if the 
thing never made it to their shores. Let the American 
gamer be bored to death by insipid gameplay. Let the 
American gamer retch at the awful graphics. In any 
event, we don’t have to look much farther to 


| “understand why we have a trade deficit with Japan. 


They send us FF8 and. Hondas, we send them 
Chryslers and the Phantom Menace. 


Source: NPD TRSTS Video Games Tracking Service _ 
900 West Shore Road, Port Washington, NY 11050 
(516) 625-2294 
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Over 100 tricks to pull. 


Legendary skate spots including China Banks, the 
Venice Beach Pavilion, Brooklyn Banks and more. 


9 competitive multiplayer and tournament modes. \ 


The best video game soundtrack ever compiled 
| featuring..... 


‘fs boardsiide | 
boardsiide SUGAR HILL GANG 
144 x16 | 
2 GRANDMASTER FLASH 


RUN DMC 
PUBLIC ENEMY 
ULTRAMAGNETIC MC'S 


STETSASONIC 


A TRIBE CALLED QUEST 


EPMD 


AFRIKA BAMBAATAA 


tailgrab 
198.17 | GANG STARR 


AND MORE... 
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n have set a1 new watengard of tackiness here at 
Dimensio and ten heise Fishing Controller would have been super sweet i it had worked with more 
_ than one of the many fishing games available, 


_ Over on the light gun side of things, we were really impressed with the Scorpion gun from Blaze. @ 
_- Unfortunately, the testing of the gun required us to pull out some old layStatic 

of them were pretty good, there were a few that bably should no have revisited. Just for the 
record, Project: Horned Owl and Judge Dredd are games to avoid ‘ even in the $9.99 discount bins at 
your local soft 


toAL on many 
welbe abl to ge this new Sher ¢ once over net ue, 


rea 


i 


because it is molded as one piece. U 
| nof the armrest as a fendeny to dig ito your a h 
Playing like this for an extended amount o im: 


A : ‘can get past the world of hurt, the Erazer is an in accurate 91 bu 
accurate gut in the ae isn't worth an aching 
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The Glow-in-the-Dark multitap is made of the 

same photosensitive material as the Glow- 

in-the-Dark Jolt Pad reviewed last month. Although it anes ty it ganses 
glow all that brightly. an : 


Where the multitap scores big is in in the durability depcrtinent An accessory 
like this is likely to get yanked, thrown, stepped on, accidentally kicked and 


who knows what else. For all mes and i apoe this multitap is virtually indestructible 
— da nice plus. 


Supplying four control pad ports (eight if you use two of them), the multitap 

for games with large groups of people. While this usually means sports titles, tt 

few non-sports games out there — the latest non-sports release being You Don’t t Know Jack 
and Chef's Luv Shack (see the review this issue). 


if you don’t play multiplayer games, then the multitap isn't a needed opcakecry. Af, Roar: 
you do have a game or two that can use the tap, itt is worth having around, Party er are 
always more fun with more people. — 


The “metal” versions of 

Innovation’s Dual Shock 

clone would be titled 

“pimp pads” if i had my 

way. Essentially the same 

controller as the Glow-in-the- 
Dark Jolt Pads reviewed last month, the pimp pads perform 
well, but the question is, would you really want to use one? 


In all honesty, these are quite possibly the ugliest, most gaudy contro! nae O 

that we've seen — for any platform. And, while there are some that would argue : 
that looks don’t matter, | have to humbly disagree. There is a reason why asain oar 
are more popular than Yugos. The sports cars simply look cooler. : 


If these controllers are the only thing left at the local store, you might want to pick one — 
up, but only if you have some spare paint at home. Unless you're the type of person who 
puts fuzzy dice in your Ferrari, you aren’t going to enjoy having. these shiny happy things — 
sitting next to your PlayStation. As control pads they work cag fine but, when it < comes to 
visual appeal, they just suck. 


INTELLIGENT GANG WARFARE 
Earn Respect 

Get Work 

Fight in a Gang 

Betray your Bosses 

Join your Enemies 


Start Turf Wars 
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‘Requires Dual Shock’ 
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It's ape anarchy and it's up to you to stop their 
banana-fueled mayhem. You'll hunt down over 
200 unruly apes, you'll drive a Tank, steer a Remote 
Control Car, you'll even launch an aerial attack 
in a propeller-powered Skyflyer. You'll use 
plenty of anti-ape devices, like a primate-pun- 
ishing Stun Club, a simian Slingshot and Monkey 
Radar. Plus, it’s the first and only 3D game that 
fully utilizes the Dual Shock’ analog controller. 
Prepare yourself, things are about to get hairy. 


*Or other official PlayStation brand or licensed controllers featuring the “Analog Control” icon. Analog mode only. May not function or performance may vary with 
Inc. ©1999 Sony Computer Entertainment Inc. No apes were harmed in the making of this advertisement. As for the truck driver, that's a different story. 
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You better get them 
before they get you. 


other controllers. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Ape Escape isa trademark of Sony Computer Entertainment America 


. and send that person a brand spankin’ 


X funky, fresh, AGETEC’s ASCII Sphere 360. 


+. of cool stuff for just a code; what are 
x you waiting ili : 


WE HAVE A WINNER! | & 


7. what we got when we opened up today’s 4) 


" @ligible to win are employees of Dimension Publishing or AGETEC, 


‘or trick supplied by the entrant. If you win but do not specify, in your code 


sponsored by 


OUR 
| CODES AND WIN § ‘ 


Each month we'll pick the best 08 ‘f 
in by our loyal and intelligent readers 


new copy of AGETEC’s hot destruction 


Project Phantasma or, if you’re funky- 


. game for the PlayStation, Armored Core: fs 


au 
RAS 4 
z AS 


(you decide). But wait! That’s not all: if 


"you act now, we'll also include AGETEC’s 


super stylish ASCli Grip one-handed | 


ig controller for the PlayStation, foryour — ‘ 


controlling pleasure, PLUS twelve (12) 
free issues of the best, the first, monthly 2) 


_ dedicated PlayStation magazine, ——> 4 


PSExtreme, of course! Whoa! That’s a lot 


Whoa. Cool cheats for NBA Showtime is 


’ 
ca + 
f, 


4 
25 pound bag of mail. it was sitting right + 
on top and was the first one we opened. . 


Whoa. Mark Yee from Hyde Park, iLsent & 


_ them in and now he’s world famous. 


Don’t you want to be world famous too? ; 


if Send the codes! Do itt 


' Mascot 
Raptors 
¥. Sonics 
Nuggets 
- Hornets 


CONTEST RULES: Anyone of any age can enter. The son le not 4 


their friends, 
family, pets and anyone they talk to or know of, Dimension Publishing reserves . 


y.t the right to make any and all decisions regarding the contest. One winner per «% 


month will be chosen, at Dimension Publishing's discretion, based on the code ay 
4 
submission, which prize you want to receive, then we will choose for a 
. ' 
It has come to our atter ‘ttor that some of the codes submitted by our | 
readers were out-a: ~Gti Git ectly from www.cheatcc.com and 
other web sites. This col. If you’ re going to submit a code, you F_ 
have to explain hu. ic © de the code in your own words. You cannot : 
just copy/paste the lexi from someone’s web site and claim it as your 
own. This is plagiavi:.... Cot with it, peeps. Don’t make youself look fF 
silly in print. 
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Pause the game, hold and enter the 
following codes. If you make a mistake, release 
GSB, hold it again, and tap out the sequence. 


SLUT (@4¢4@) 


SCULL (M@O4#€) (you must quit back to the 
character select screen to see it take effect) 


RUST (>#@)O) 
Codes submitted by Chris Kramer 


You will hear a sound if you enter the following 
codes correctly. 


Go to the main menu and select "New Game" 


and press®,@, ©, @, @, # #, #. 


Go to the main menu and press #, #, #, ©, ®, 
>, « 


Go to the main menu and press @, @, @, @, 
@) 4, # t. 


Codes submitted by Jim Underwood 


Test Droid 


Level 

SFX 

Movie: 

Player can't die: OFF 


txit & 


Go to the main menu and highlight "Options", 
but don’t pick it. Press 8, ©, € , CEB, ®, 


the tools of the trade 
$< reodes, hints & tins 


©, . if entered correctly, it will beep. Next, 
hold + Select + ® for a droid test menu 
that has level select, FMV sequence, sound 
test, and invincibility. Hold + Select + @ to 
return to the menu at any time. 


You can wield your lightsaber underwater. 
Press Start, highlight "Weapons" and select 
the lightsaber. 

Codes submitted by The Big Bad 1 


Use the handy "Enter Cheat" option at the 
main menu to enter the following codes. if you 
enter the code correctly, it will be displayed 
on the screen. You can enable or disable the 
cheats with the "Cheats" option. Cheats will 
be saved when you hit a save point in the 


game. 
ZBOBBYBIRD All cheats 
MSLAPUPMEAL Starvin Marvin 
SRAFT Terrance 
PPHAERT Phillip 
VDOROTHYSFRIEND ‘Mr. Garrison 
ACHEATINGISBAD Mr. Mackey 
YLOVEMACHINE Chef 
BCHECKATACO Wendy 
EFISHNCHIPS Pip 

HKICKME ike 

KALLWOMAN Ms. Cartman 
NGOODSCIENCE Mephisto 
QSTARINGFROG Jimbo 

JHAWKING Ned 

GOUTRAGE Big Gay Al 
DELVISLIVES Officer Barbrady 
TMAJESTIC Alien 


Codes submitted by Randy Worker 


Pause the game, then hold or IGE and 
press #4, ¥, 9%, ¢ ©, ® © ¥. Then, resume 
the game to have the ability to phase through 
gates, climb walls, fire force projectiles, swim, 
dnd have the Soul Reaver. 


ITD IH DHE 


Ride and 
wipe-out on 
25 mountain 
biking trails 
as one of 
eight riders, 
each with 
different skills. 


Hurl yourself 
over precipices 
and race for 
glory in one-to- 
four-player 
head-to-head 
competitions. 


~ bunnyhops and 
suicides on 
customizable 
bikes. 
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if newest and coolest codez right h here fa 
Warning: These codes won't work withe 
the latest codez and info, get on the internet and check se? 
4, www.gameshark.com, www.cmgscec.com or ‘ 
« www.datel.co.uk, If you find a code doesn’t work, you may 
. need to upgrade your Game Shark. Check your instruction 
mi manual for details. 
: (Most of these codes are “unofficial” and may or may not work 
, Correctly at all. Use at your own risk.) 4 { 


PAC~MAN WORLD (GameShark v3.2) 
Infinite Health ....4.7..++--80153C58 
siseseweree e+ 80153060 FPFF i 
80153C62 OFFF: 
", Max Pac Dote .,.,...........80153C68 -: 
, Infinite Lives .............80153C64 ; 
invincible ,77).7.2.......-. 80153C58 
Have PACMAN (Press Select) ..D014790A 
4 50000602 
‘ye 80153E58 0001: 
“ 100 Cherries on Pickup......80153B16 53 
| ees Strawberries on Pickup. .80153E18 
100 Oranges on Pickup.......80153B1A 
100 Apples on Pickup........80153E18 
*100 Bananas on Pickup.......80153820 
¥ Classic Mode Codes Ny 
h Max POINE® 5 oi cceccsto ees s  BOLBDETO 
- Infinite Lives reese ee eens +  BO1A9468 
Maze Mode Codes { 
All Mazes Completed & 
»Gallery Open sete n eee ee BOM ~50000802 
80153p26 oorr.4 
50001C02 
»' 80153DA2 
iT Have Pirate #6 Done,........80153DAC 
Have Ruing #6 Done.,........80153DB8 
{,Have Space #6 Done.......,..80153DC4 
>’ Have Funhouge #6 Done.......80153DD0 
{ Have Factory #6 Done........80153D28 
'Have Mangion #6 Done........80153D34 
j} 100 Melons On Pickup........80153E22 
100 Lemons On Pickup........80153824 
it 100 Peaches On Pickup.......80153B1C 
,: 100 Bella On Pickup.........80153E28 
‘100 Galaxians On Pickup.....80153E26 
*, 100 Keys On Pickup..........80153E2E 
Unlock Pirate Level 1.......80153R84 
#, Unlock Pirate Level 2.......80153E78 
< Unlock Pirate Level 3.......80153E7¢C 
®. Unlock Pirate Level 4.......80153880 
. unlock Ruins Level 1... .. 5. 80183R68 
“ Unlock Ruins Level 2. » «++ 80153B6C 
Unlock Ruins Level 9. cess. 80153874 
yw Unlock Space Level 1........80153CR8 
. Unlock Space Level 2........80153CEC 
‘Unlock Space Level 3..,.....80153CF0 
f Unlock Space Level 4.,....,.80153CF4 
yw Unlock Funhouse Level 1,....80153CF8 
joer Funhouse Level 2.....80153CFC 
Unlock Funhouse Level 3.....80153D00 
Unlock Funhouse Level 4.....80153D04 
\;Unlock Factory Level 1......80153D14 
¥- Unlock Factory Level 2......80153D18 
4 Unlock Factory Level 3......80153D1C OOF 
& Unlock Factory Level 4......80153D20 
‘Unlock Mansion Level 1......80153D08 


ee, “Max Score *_* # @ 


one @ @ ee & we @ 


f Unlock Mansion Level 2......80153D0C ¢ 
{,Unlock Mansion Level 3......80153D10 
BRAD Le OURO ROR iii ici. oe ec 80111BAC 
Ey Max G's Wi Wihie NMA Np iC ewe 6 ee b0153c60 
‘\ 80153C60 | 
y Unlock (Final meee Nee wk s 6 80153E80 
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Pause the game, then hold or [GEE and 
press #44, %, @, ©, ». if you entered the 
code correctly, you will hear a scream. 


Pause the game, then hold or [GEE and 
press ¥,©, 4, « #, ¢ 


Pause the game, then hold or [GER and 
press ®, 3, «@O, @ 4. 


Pause the game, then hold or EGEB and 
press *, ©, ¥, #, 4, @. 


Pause the game, then hold or IGE and 
press 9%, ¢,@,», 4. 


Pause the game, then hold or [GER and 
pressO,%,4,9,4,0, € 


Pause the game, then hold or IGE and 
press ¥, ©@©, +9, @, 4. 


Pause the game, then hold or IGE and 
press @, ¥, HEE», @, 4. 


Pause the game, then hold or IGE and 
press ¢,©, #@, ¥. 


Pause the game, then hold or [GEE and 
press ¥,O, HEE, 9%, 44, ¢ @ 4 ». 


Pause the game, then hold or and 
press ©, >, 44,0, «¢ > @. 


Pause the game, then hold HE or EGEB and 
press @&, ©. >, «4 > 4. 


Pause the game, then hold or [GER and 
press ¥,4,>,4,4,¢ © > 4. 


Pause the ie then hold or [GER and 
press @,%, 4, ©, 4. 


Pause the game, then hold or IGE and 
press ¢,%, ©, +9, 


Pause the game, then hold or IGEN and 
press ¥, #, 9% © 44 4. 


Pause the game, then hold or [GEE and 
press ¥,«¢ @, ¥, @. 


Pause the game, then hold or GEE and 
press ¥, ©, #, € 4, >». 


Pause the game, then hold or IGE and 
press >, 4, ©, #4, ¥. 


Pause the game, then hold or IGE and 
press ¥, ©, #, 4, >. 


Pause the game, then hold or IGE and 
press #4,%, 4, @ HEE >». 


Pause the game, then hold or IGE and 
press ¢,©, ¢ >, > #4, ¢ 


Pause the game, then hold or IGEB and 
press #4, 4,994 ©, > « ¥. 
Codes submitted by Juice 


While playing, hit +>, i++, @, Ge+O, 
Gie++, MEB+} Select. 


While playing, hit @, E-+@, MEE+&, @, 
in++ 


Codes submitted by Rodrick Nobcocker 


Spyro 2 TM and (c) Universal interactive Studios. All fights reserved 
WWW.LNiVersalstudios.com 
Developed by Insomniac Games, inc. All rights reserved 


It’s in the manual but... at the title screen, 
hold + EB and press ¥,©, @, ». 
Codes submitted by Juice 


* L088 e-10% e 


Press Start to pause the game in adventure 
mode. Press MENGS, (28 WEB. then press 
Start to resume the game. Press Start to 
pause game again. Press ® for an extra life. 
An odd number of lives will result in 
invincibility. A sound will confirm correct code 
entry. 

Codes submitted by Randy Worker 


SE TY NE EI EE, 


Send all code submissions to: 
EXECUTE 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
or email us at: 
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2000 and Gran Turismo 2. 
for awhile yet (it is scheduled to be | 
© 2 shortly, as it is coming home to 

ys. We managed to get some time behind 
glance, things are looking good. 

rent cars from a variety of world-class manufacturers. 
aR 5. Aston Martin, Audi, BMW, Chevrolet, Chrysler, Citroen, 
Honda alder. Lancia, Lister, Lotus, Mazda, Mercedes-Benz, Mercury, 


—— - | published by: SCEA 
Re | developed by: Polyphony 
percent complete: 75% 
release: December 


MG, Mini, Mitsubishi, Nissan, Opel, Peugeot, Plymouth, Renault, RUF, Shelby, Subaru, Suzuki, Toyota, 
TVR, Vector, Venturi, and Volkswagen (including the new bug). With a number of American and 
European car manufacturers added to the mix, this year’s game should be a bit more balanced. 
The lack of American vehicles was one of the few complaints about the original Gran Turismo. 
Also added to the game are some new track types. Whereas the original was mostly street 
tracks and. pay: Jurismo 2 adds both rally and city tracks (which include some of 

| und Valley Speedway, as well as new additions, including Pike’s 
). This is a nice addition to the game because it adds chal- 
in classes of cars for each type of track to come to grips with. 


rent tracks for you to choose from, with more than 40 dif- 


n kept in the game, and expanded. Gran Turismo 2 contains F - 
f sts. While some found the license tests in the original cum- ! 
id teach players some excellent driving skills. Expect more of the same here. 
i repeat appearance in the simulation mode are the car dealers. Once again, 
you out with a given amount of money. You must buy a car, tune it up in the garage and 
_ Start racing in order to win some cash to buy bigger and better cars. With plenty of options, 
the simulation mode promises to be even more of a time swiper than the original game. 
Visually, Gran Turismo 2 is a step above the original, but not by much. Polyphony was push- 
ing the PlayStation hardware with the original game, and they couldn’t push it much harder for | 
Gran Turismo 2. Sony is claiming that the 3D calculation program in GT2 has been improved 20% 
over the original. While more realistic graphics would have been preferred, we are content 
knowing that, on the PlayStation at least, this is as good as it is going to get. 
The last, new addition to this year’s model is a star-studded licensed music soundtrack, 
which includes songs from such artists as Beck, The Cardigans, Gearwhore, Filter, The Crystal 
_ | Method, Soul Coughing and The Stone Temple Pilots. 
” A bit of work still needs to be done before it is released but, if the early version we saw 
is * indication id a is me is gene to be ed dog for ius awhile. GREG 
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YOUR GUESTS SHOULD STAY IN COMFORT. - 
NO MORE THAN 8 TO A ROOM. 
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Many experts say that ten or twelve guests in a room is completely acceptable. but in my 


experience. a good host will cap it at eight. Your guests needs should always be top of mina. se Sh te ess 
When crossing a road. share a good moon 


Offer up a thigh fora pillow. or if you have a toothbrush. share it. witha family. Preferably one in a mini-van. 


DISCARDED PIZZA CRUSTS 
wre great for 
EARLY MORNING CARBS. 
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DON’T LITTER 
THE MOUNTAIN vame, Cool Boarders +. Make your soul pateh tingle with 
WITH UNNECESSARY new tweaked out grabs and tricks like method-melons and 
hand plants. 16 pros including Jim Rippey. Shaun White 
TISSUES. 


\nother great energy source is the #1 snowboarding 


lon. 


and |.P. Walker tear it up on 30 new courses riddled with 
shortcuts. kickers and rail slides, One to 


four riders can choose from: 34 boards 989 


a 4 ey by 9 top companies. or customize their a 
2 PlayStation RATE — I 


own, Please friend. have a lovely shred. 
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EXPLORE THE FREAK WITHIN 


published by: Activision 
developed by: Traveler's Tales 
percent complete: 45% 

release: November 94 


Want a taste of this holiday season’s biggest movie? Well, 
we've had one and it was quite delic-i-ous. Toy Story 2, Pixar and 
Disney’s latest CG masterpiece, is headed to the interactive screen, 
courtesy of Activision and Traveler’s Tales. One of the great things : 
about being able to play the game early is that | was able to get a | a 
glimpse of a number of scenes from the movie (they are used to oA a, | 
string together some of the levels in the game, and as a bonus when i Ce 
you defeat a boss). Just based on these scenes, | can assure fans of the 
first movie that they are absolutely going to love the sequel. 


Not to mention the game; | have played the first 12 levels and have 


~~ been having a great time doing it. For those of you that don’t know, the story in ye o (i 
N the new movie/game revolves around a toy store owner named Al. He steals . 
» Woody from Andy’s house when Andy’s mom is having a garage sale and 


Woody is put out among the items for sale, by mistake. Buzz, Rex, Hamm, 
ai Slinky Dog and Potato Head give chase and the action begins for all 


of our favorite toys. The game follows all of the film’s loca- 
tions and presents the player with the challenge of finding 
five Pizza Planet tokens in each non-boss level. Of the five 
tokens, one is always gained by beating the in-level mini- 
boss, one is always awarded for finding 50 coins and giv- 
| %N ing them to Hamm, one is always a timed or competitive 
race, one is for finding five items of one sort or anoth- 
— er, and one is always awarded for solving some sort of 
5 puzzle. For example, on the construction site level, Buzz 
~~ * must mix red, yellow and blue paint to create purple, 
“¥~ green and orange, and do it in the proper order. Rex 
is always around to give Buzz clues as to the loca- 
aN tion or task involved in securing the next PP token and 
ee Ne Potato Head seems to always be missing a part of his body. 
| But, if Buzz locates the part, Mr. Head will give Buzz a power-up, such 
as Hover Boots, Rocket Boots or a Grappling Hook. There are tokens 
in the earlier levels that can not be reached until the spud-man has 


given Buzz the appropriate power-up, so you will be moving back 


e 
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and forth between levels. 


Toy Story 2 makes use of a third-person 

camera that follows behind Buzz. it can be 
rotated using the R2 and L2 buttons andthere ( 
is also a first-person mode when you need to | 
perform more precise laser shooting (this view 
includes a very cool reflection of Buzz’s face in 
his helmet visor). Buzz can jump and climb, “fall 
with style” (hit the jump button a second time to 
open his wings and get extra air), shoot his laser and 
power it up to ad more powerful green laser, 90 under- 
water, slide and climb on poles, cables and wires, pull 
off a spin attack that can be held 
longer for a more powerful version 
of the move, and stomp. 


The game is comprised of 15 lev- 
els, ranging from Andy’s house to the 
local airport, where Buzz has one 
heck of a time among all of the bag- 
gage. In between, you will find levels 
on a construction site, at Al’s Toy Barn 
and even in the evil-one’s penthouse 
apartment. Each level is unique and 
brings its own character to the game. 


Look for us to have more on Toy 
Story 2 next issue, when | will have 
had time to beat the game and ren- 

der my final opinion. 
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Not everyone can solve the mysteries of Grandia. 
It's a strange land where magic and technology coexist among the forces of corruption. 
A place where the dominating culture lives in peace and harmony while a 
sinister force works just below the surface to discover the dark secrets of an ancient civilization. 
In this world, an epic struggle shall be determined by a brave, smart and resourceful 
hero who must master dozens of spells. A hero who is outnumbered by several hundred to one. 
This is the world of Grandia-—a mysterious, odd, strange yet beautiful planet 


that hangs in the balance between good and evil. 


www.playstation.com 
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THE BOUNCER — SQUAR 
DRUM MaNia — KONAMI 
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ETERNAL AING — FROM SOFT 
GRA&DIUS Ill & IV — KONAMI 


XFIRE — SQUSRE/Ea 
WILD WILD RACING — IMAGINEER 
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published by: SCEA 
developed by: Whoopee Camp 
percent complete: 95% 
release: December 


Tomba! 2 is one deep ga 


in next month’s i) but 
pread the word. i’ve been — 
Imost completed version — 
eks and all i can think of: 
back to it as soon as we 
isissue. Keep this same 
liday/radar as it should) 


into your PlayStation® *< o> 
“Sse 
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Experiment with I500 riffs and 3000 instrument ®,, es" sounds to create infinite 
\ 


sts 
Seats 


then make a matching 3-D video 
ee | 


FOR‘ THE PLAYSTATION... and it rocks. 
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> LISIGGENERATOR 


Combine instrument sounds Produce amazing videos Create amazing variations by ns MUSIC CREATION FOR THE PLAYSTATION 
and riffs into cool musical with over 300 shapes, lights combining blocks of music, : a 
jams, creating rock, hip hop, and effects, then save your then play with up to four 
drum & bass, techno and creation to a memory card to friends in jam sessions 
house tracks. play for fnends. via Multi Tap. 


if 3 ‘§ fe’ www.codemasters.com 
Codemasters 1~ SisTaaAeTiy a> www.activision.com 
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Digital Software Association. All other trademarks and trade names are the properties of their respective owners 


release: Early 2000 


Galerians: a race of artificially created human cyborgs conceived by 
a mother computer out to take over the world. ITT RIG \ 

Sure, it sounds like some funked-out term that your 4th grade Ld beh bh 
teacher would give you detention for saying. Especially if you | 
were to run around during recess calling your 
schoolmates “Galerians”. But, in actuality, it is a term that we are 
all going to come to grips with in the coming months, as 
| Crave is set to bring out this strange-sounding 
), title out here in early 2000. 


la Set in a futuristic style : ei \ 


on 


Tokyo, Galerians 


themes from a num- 
ber of Ebert’s thumbs-up flicks. i 
The storyline is reminiscent of the Keanu, 
” Reeves’ classic, The Matrix, with agooddealoffiash- | 
OE il backs and sketchy family-line flavor thrown in. Jean-Paul os 7/ 
aie " Gautier admirers will freak as Galerians’ fashion sense is remark- oa / 


ably similar to The 5th Element — a beautiful thing. lem isananime  . 
fan’s dream come true. 4 


What will make the game stand out is the way it is differentiat- oe 
ing itself from the hordes of other titles out there, while still stay- Ps ot 
ing true to many of the things that made games like Resident Evil, 
Dino Crisis, and Final Fantasy must-own titles for any self-respect- 
ing PlayStation fan. Boasting three disks of gameplay, withcon- = 
trols exactly like the RE series, Galerians’ oe match that , : 


seed 


of any of the other titles that currently represent state- 
of-the-art on the PlayStation — add to that over 70 min- 
utes of rendered CGi movies that provide intros, introduce 
characters, progress the story and depict the mad world 
surrounding the main character, Rion. \ 
Galerians offers no physical weapons for Rion. instead, | f! 
having been subjected to a various experiments, | \ 
our hero finds he is able to sense things with 9 
his mind, this includes clues to solv- 
ing puzzles and seeing an 
object’s past. it 
also 


gives 
him the abil- 
ity fo push enemies, 
set them on fire and, later, 
manipulate the gravity surrounding Fe 
them. Rion must use pills he finds along the 
way to alter his state of consciousness. if he gets 


¥. 
Pas tana 
| Billa?” 


\ too much adrenaline pumping through his system, he goes # 
| 4 nuts and anyone that comes within earshot will literally go out of 
ee so ae ie ; A ave on Magic Galerians definitely has a horror element thing going for rt From gy ¥ 


percent complete: 857% what we've seen so far, the levels are dark and foreboding, the sound 


effects are sharp and edgy, and the atmosphere is tense. | \ 
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Eidos Interactive and the Eidos Interactive logo are registered trademarks of Eidos Interactive, Inc. Fighting Force 2, Tomb Raider: The Last Revelation, Core and the Core logo are all trade- 
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Mature by the ESRB. 
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Why stay with the top down view in GTA2? Why not try something different? First person, third person? 

SH: Two reasons — because the game is a chase game, requiring the player to see in front of and behind the car they are 
driving (this view is only possible from above — when playing “3D” chase games that have attempted to do what GTA2 
does in 3D, you can’t easily tell how close the car is behind you), and because the game relies on freedom ina huge, busy 
city with streets you can run, shoot, drive, and cause mayhem on. This just isn’t possible in 3D on current hardware. 

You need to be able to interact with everything, get out of the car, take another one and so on. GTA is about freedom, 
So any limitations ruin the game. 
GJF: The perspective really works for us. it just doesn’t fit into a conventional game style but, even so, cramming a game 
as big as GTA2 onto the PSX was still a phenomenal achievement. 


What is the difference between GTA2 and London: 1969? What makes one an expansion pack and the other a sequel? 

GTA: London used the same technology and engine as GTA. GTA2 has entirely new code. 

GJF: GTA2 allows for a host of new features, including rival gangs who try to kill you, or support you, depending on how much 
they respect you. 

GTA2 is a completely different game — the environment is amazingly responsive. You can literally do whatever you want. Initially, people 
might say this looks like GTA, but we were making a game for fans of the original, with all of the best features from the original 
enhanced and re-worked, and whole new elements added to the gameplay. The new law enforcement agencies are particularly aggressive, 
dnd the Al of everyone in this huge city is also amazing. 

Has the violence been toned down from the original? What kind of feedback have you gotten in this regard? 
SH: No, not toned down. But, in a way, it has become more moral. if you get too sidetracked by random acts of violence, you'll fail the 
mission for certain, because the police are so responsive and very eager to get their man. 

There’s two kinds of feedback — hysterical, from people who have never played or seen the game, and think it is spawned by the devil 
(these are the same kind of people who teach their children to shoot guns at the age of three and love movies with gladiators), and 
: then there are people who play the game, they usually love it, and nobody in their right mind could possibly think it is a game that 
hi incites violence. The whole thing is obviously tongue-in-cheek, and the perspective is scarcely graphic. 


In GTA, you simply worked for the mob. in GTA2, there are seven different gangs to choose from. What kind of impact on the game 
does your choice of employer have? 
SH: Well, it entirely controls the path through the game. There are a huge number of jobs, for the various gangs, and you can pick and 
choose which gang you like working for. 
All the gangs hate each other, so working for one makes working for another particularly difficult. it even makes going to that part 
of town very difficult, unless you like getting shot at or flash-fried with a flame-thrower. if one gang respects you, another invariably 
wants you six feet under. 


Are the cops your only worry in GTA2 or will you have other enemies? 
GJF: Any gang you’re not working for is instantly an enemy. 
SH: If the police don’t arrest you, then they send S.W.A.T. teams after you. if you take care of them, secret agents are dispatched 


to deal with you. Supposing you deal with them, the National Guard are unleashed with tanks, armored cars, jeeps and a load of 
infantry. 


Can you switch off between the gangs during the game, or are you stuck with one gang once you chose an affiliation? 
SH: You can work for any gang as long as they respect you. 
The game is completely an open plan — just a big city, loads of lunatics, a collection of extremely dangerous weaponry 
and some jobs, should you wish to take them. The game is completely non-linear (beyond being split into three levels.) 


How does the respect system work? 
On each level, there are three gangs. Each gang hates one of the other two gangs. To work for a gang, 
you have to have their respect. There are two ways to earn respect: successfully complete easy jobs, or 


“deal” with gang members from a rival gang. Once you’ve got respect, you can work for a gang at any point 
in the game. 


MG 


What kind of weapons are available in GTA2? Anything we’d recognize from the first game? 
Anything new? 
GJF: Pistols, double pistols, machine guns, silenced guns, vehicle mounted machine guns, flame- 


throwers, electric weapons of various 
strengths, mines, car bombs, rocket 
launchers, tanks, molotov cocktails, hand 
grenades, oil slicks, fists and a gang who 
will fight with you. That covers most of 
the weapons... 

We only wanted to add weapons that 
help the game. All of them are useful 
at various points. Sometimes you need 
stealth and sometimes you need a rocket. 
We also wanted to keep the slightly 
cartoony feel of the proceedings, so the 
weapons are all a bit over the top. 


PSEx Tell us a bit about the music in GTA2? 
What types of tunes have you chosen and 
why? 

CA: We managed to cram two and a half 
hours of audio into the game — as before 
with radios stations, but this time making 
a much bigger deal out of the radio 
stations. There are 13. Each one has a 
personality DJ and loads of music. The 
music is in every conceivable style. Some 
of it was recorded in house, some licensed 
from a variety of record labels, including 
Moving Shadow, who remixed some tracks 
for us. This was a real honor, as these 
guys are the best drum and bass artists 
in the world. There’s a great hardcore 
track that people will love. There’s also 
house music, techno, religious rock, indie, 
metal, ‘50’s “diner” music and a load 
of other styles. it’s the most varied soundtrack imaginable, attempting to create 
the kind of urban soundtrack you hear as you walk down the street on a hot day 
— everyone is playing their own music. Most of it is great, some of it is wretched! 


PSEx: Have the “Kill Frenzy” bonus levels been kept for GTA2? 

H: Yes, along with bonus levels at the end of each level, and a few other surprises. 
The Krishnas have become a gang, but they have been replaced by gangs of Elvises 
marching through the city. 


PSE: What kind of “personal experience” does the design team have as 
troublemakers? What’s the worst thing you’ve ever done? 
H: MURDERED SLOW GAME DEVELOPERS. 
DH: WHITE SLAVE TRADE. 
SOLD ENDANGERED ANIMALS FOR PROFIT, SPECIALISING IN THE FLORIDA MANATEE. 
GJF: PARKING FINES. 


PSEx: Why doesn’t GTA2 support analog control? What was the reason for staying 
digital only? 

GJF: Analog just didn’t work well with the new driving physics. It made the 
auto-correction seem really cumbersome. 


PSEx: The cars in GTA have always stopped when you walked out in front of them, 
making them easy to jack. Will anyone in GTA2 ever try to run you down? 
Oh yes. And they aren’t nearly so accommodating this time. You're not the 


only tough guy in town. You'll get carjacked, 
mugged, shot and arrested. 


PSEx: Who exactly is the big, mean looking 
fella with the cigar that we’ve seen in 
most of the GTA2 ads? 

DH: He’s the leader of a gang of Russian 
Mafia. They’ve setup in town and are 
looking for anyone who can satisfy their 
craving for bad tracksuits, girly mags, 
guns and attacking other gangs. 


PSEx: GTA2 features a pretty rockin’ 
opening video. Who did the music for the 
video? Where was it filmed? Was it done 
in-house or contracted out? 

DH: The video is an excerpt from the short — 


film we made for GTA2. The full version 
f | At! | 


runs nine minutes long and can be 
downloaded from www.gta2.com. 
CA: The music for the intro movie was 
done in house at DMA by Craig Connor, 
one of our musicians. He is a genius. 
He wrote half the songs on the 
soundtrack in about ten different styles. 
Everything from religious music to ‘50’s 
songs, to acid techno. 
PSEx: What do you guys think of the PS2? 
Any plans for a “next-generation” GTAS? 
We have always had incredible 
plans for GTA, the only limitation 
has been memory. A more AN 
powerful machine — will A 
translate to more potential \\ 4, 
lunacy. The system (PS2) (\\N | 
looks amazing. We’re really ) J 
excited about it and will be ‘ f, 
supporting it with some 
excellent software. 
PSEx: Anything else you’d > 
like to mention? 

Did | mention the 
manatee? 
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| must tell all of you that i consider myself 

to be somewhat of an expert on all things 

Spyro. | played the crud out of the original 

game and wrote the official strategy guide. 

Since then, | have come back to the game 

on multiple occasions; just to cruise around 

the levels and to blast through some of the 

complex jumps. | love the game but, like anything you love, you tend to 

pick at it and wonder how it could be even better. i wanted to explore more and to find 

more secret items and areas. It was my hope that a sequel would explore more of these 
types of features. 

Well, Spyro 2: Ripto’s Rage has done just that; taken the technological wizardry and 
tight control that were the hallmarks of the original game and further refined the level 
design and complexity to take the original arcade game and make it more of an action- 
adventure. In Spyro 2, you talk to NPC’s, explore the vast worlds of Avalar looking for 
14 Talismans, 64 Orbs and 10,000 gems, play all kinds of mini-games, participate in four 
different Bonus levels, each with its own secret 
Orb, break through walls to hidden passages 
containing all kinds of goodies and, in general, 
play around in one of the most engaging fantasy 
worlds that you will find in a video game. 

What | enjoy most about the new game is 
its exploration aspects. in order to move into 
Winter Tundra (the third world of Avalar), you 
will need to beat both bosses in worlds one and 
two. In order to beat the bosses, you need to 
acquire the 14 Talismans that are Spyro’s reward 
for completing the primary task in each of the 
first 14 non-boss/bonus levels. in addition, 
there are a number of Portals (levels) that ~ 
will not open until you have collected the 
required number of Orbs or Gems. Then, 
there’s Mr. Moneybags. He has three special 
moves that he will teach Spyro over the 
course of the same (Swimming, Climbing and 
the Headbash). He doesn’t impart the 
knowledge without a fee, however. So, Spyro 
has to cough up some Gems to gain 
knowledge and power. 

All of these design features add up to 
a game that requires you to search its 
remote paths, talk to everyone in the game 
and defeat every enemy. That’s right; the 
last link to the incredible gameplay depth is the fact that 

power-up gates will not become active until Spyro 

has defeated the required number of enemies 

: > ina level. in short, there is no fast and easy 
Sat 
t 


to speed 

through Spyro 2... not if you want 
to get to world 3 and beyond (and who 
doesn’t?). 

Then, there’s the level design, great 
music and graphic beauty of the game. 
Graphically, you will probably think that the 
game looks a 2 like the ial and you 


charming, that 
using the term “Disney-esque” is nota 
stretch, and certainly you would not be 
surprised to see characters from Alice in 
Wonderland or Fantasia running around 
in Spyro’s worlds. Lastly, the music, already 
of the highest quality in the original game, 
is nothing short of outstanding. At a time 
when almost every video game seems to 
aaa — be trying to appeal to the average 22 year 
the Crash Bandicoot s series and | Ce ep “ae jot old’s tastes, Stewart Copeland has outdone 
to bs SSS ams | F himself with a soundtrack that is so in- 
sync with the game that it drives home the 
believability of Spyro 2’s fantasy 

] environments. 
| | don’t have enough good 
_ things to say about Spyro 2: 
! Ripto’s Rage. it is a beautiful 


PlayStation. The level bs igns o 
so beautiful, peaceful a 


game that is a tremendous 
amount of fun and appropriate 
entertainment for all family 
members. If the sameplay and 
creative level design doesn’t get 
you, then the beautiful graphics 


genre: Action/Platform a origin: USA 
published by: SCEA # of CDs: | 
developed by: Insomniac Games 3 ee available: Now 


| = 
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SOTTOM LINe @e————Y—_® 


Gaming doesn’t get any better; pure, creative and original 
gameplay, coupled with some of the most outstanding 
graphics and music to be found on the PlayStation, add 
up to one of the best gaming experiences to be had this 
holiday season. 
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From left to right: Gavin Moran, Oliver Wade (in trunk), Dan Chang, Brian Hastings (in back seat), | aroline Trujillo, Matt Whiting, Alex Schaefer, Al Hastings, Dan 
Johnson (in front seat), John Fiorito, Chad Dezern, Vanessa Russell (on hood), Jared Hardy, Craig Stitt, John Lally, Ted Price (on hood), Gavin Dodd, Jackie 
““Evanochick, Chuck Suong, Spyro (on hood). 


Can you tell our readers a little bit about the history of insomniac and its founding members? 
TED: | started Insomniac in February of 1994 with the nebulous intention 
of making “really cool” video games. After a couple of months of screwing around with a 3DO dev. 
system, | realized that | was absolutely hopeless as a programmer and was very fortunate to run into 
Al Hastings, who was about to graduate from Princeton with degrees in computer science and artificial 
intelligence. He flew out to San Diego in May that year and we put together the first demo for Disruptor 
ina month. We started with about $3OK (my life savings) which covered our computers, our office 
rent, illegal drugs, farm animals and debaucherous weekends in Cabo. We began presenting the demo 
to various publishers and had actually overdrawn our bank account when we met Mark Cerny at 
Universal Interactive Studios. He saw the potential that Al’s engine had, even after just a month of 
development and he and Rob Biniaz from UiS decided to take a gamble on us. As soon as we had a 
Letter of Intent in hand (and some money in the bank), we immediately called Brian Hastings, Al’s 
brother, and convinced him to leave a much better-paying job to join us. While Al developed the engine 
for Disruptor, Brian began creating Karma — the proprietary tool that we use for everything from 
texturing and lighting models to setting up gameplay. Finally, we brought on Craig Stitt, an artist from 
Sega, and the four of us formed the core team for Disruptor, which was eventually released on the 
PSX in 1996. 
After moving to LA and finishing Disruptor, we brought on even more talented folks for Spyro. When 
we finished Spyro last winter, we had 13 people and we now have 23 insomniacs squeezed into our 
office as we finish up Spyro 2 — all of whom coincidentally claim that their favorite color is purple... 


eecce 


PSEX: Can you tell us a little bit about the core technology ,; 
behind the Spyro series? j 
AL The technology design was specifically crafted around 
Spyro. We wanted an engine that was truly panoramic 
to support Spyro’s free-flight mechanic. We also wanted 
an engine that could handle lots and lots of vertex- 
morphed animation to bring the characters and worlds 
to life in a cartoonish style. And now, nearly three 
years after the original concept, these are still the )) 5 
two most prominent features of the technology. Of ¥ 
course, for Spyro 2 we re-wrote all the code from 
the ground up to be much faster and smaller and 
tighter. Also, i had a personal interest in clearingout == 
all the legacy code I’d written from way back when lf 
| didn’t really know what i was doing. At this point,we 
don’t really consider other video game companies ms eS 
as real competition. We are up against the outer limits 
of human knowledge and potential. 


PSEX: How did the relationship with Stewart Copeland come 
about? 
TED: Michael John, our producer (formerly of UIS and now 
with Cerny Games) came up with the idea of using 
someone like Stewart and Jackie Evanochick, then 
tracked down his agent on the web. Fortunately, Stewart 
likes video games and his style was an instant match 
for what we wanted on Spyro and Spyro 2. 


PSE it seems to us that the original Spyro was more 
about stringing together a series of Glides/Charges, at 
its most difficult. Ripto’s Rage is certainly more about 
exploration and solving mini-F p S ged games. Why 
the change? 
BRIAN: in the original Spyra a we were still experimenting with how to 
create character-driven gameplay in a 3D world, and we simply didn’t 
have enough experience in the genre to do action challenges and mini- 
games. Afterwards, when we read all the reviews and player feedback 
on Spyro 1, we knew that people wanted to see much more variety and 
challenge. So, at the start of Spyro 2, our foremost goal was to add 
all the depth and variety that the first game lacked. We wouldn't be 
satisfied unless gamers saw Spyro 2 as dn exponential leap above 
the original. Fortunately, after we had implemented just a few of the 
new moves, power-ups and mini-games, we knew it was going to be a 
massively different game. Every world suddenly had four times as much 
to do as the original, plus enough challenge to keep even the most jaded 
of hard-core gamers hooked. Finally, after we finished the production 
schedule, we went back and added a bunch of secrets and bonuses 
throughout the game to guarantee that it had a very solid replay value. 
Trust me, when you find the secret that lets you use the Powerflame 
power-up throughout the entire game, it feels like being five years 
old on Christmas morning. | swear. 


a 


PSEX: The Spyro series has one of the most unique play environments 
to be found on the PlayStation, both from a level design standpoint and 
in terms of its art. What was the idea behind its subdued color palette 
and what were you attempting to achieve? 

CRAIG: The idea behind the subdued, or pastel palette found in Spyro 

was 

to achieve a nice balance between a very realistic or life-like 
look, and the fun, inviting look of an animated feature film. Brighter, 

more saturated colors tend to push the look and feel of a game ~ 
into the ‘Saturday morning cartoon’ realm, and that is not were — 
we wanted Spyro to be. We wanted Spyro to be a little classier, a 
little more real, and yet still very light and fun. 


PSEX: Cerny Games is a consultant on Spyro 2. Mark Cerny and Michael 


John certainly played significant roles in the first game, while under the 
employ of Universal. What has their role(s) been in Spyro 2? What is the 


nature of your day-to-day working relationship? 


TED: insomniac and Cerny Games (i.e. Mark and Michael) have had a 
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great relationship for 5 years now. On Spyro 2, both 
Mark and Michael (along with Caroline Trujillo of 
insomniac), did level design and helped us develop 
the macro design. On a day-to-day basis, these guys 
are really part of the team, making contributions 
constantly. Michael is always here, helping out with 
absolutely everything and Mark provides an excellent, 
objective viewpoint on design at any level and has 
| helped us avoid what could have been fatal mis-steps 
| | at many points in the process. Of course, if we ever 

have disagreements, we have to break out Mario Kart 
| (hopefully to be replaced soon by CTR) to figure out who’s 
| REALLY right... 


PSEX: Where would you like to see Spyro, as a 
character and a game, go from here? 

CAROUN® For one thing, i'd like to see the little guy 
finally go on his vacation. He sure needs one by now. 
i’m also interested in what he’ll be doing next. Maybe 
he’ Il find some more adventure and excitement to 
get himself into. it seems like our little purple hero 
still has a lot of room to develop as a character 
and i’m sure there’s still plenty of need for his skill 
and expertise in his game world. | think we may have 
only brushed the surface of what Spyro the Dragon 
can do as a character and game. Since we've 
managed to set the bar pretty high during the last 
couple of Spyro games, | think you can bet that any 
future adventures Spyro has will involve an even greater 
effort to push gameplay variety, technological innovation 
and artistic endeavor. The team here at Insomniac Is 
such a motivated group that | hope, whatever we 
pump out, Spyro or other, will definitely give the 
player some more of that “ooh-aah” that they’ve experienced 

with the last two Spyro games. 


PSEX: What’s next for insomniac? Have you begun working 
on any PS2 projects? How does 
Spyro fit into your future plans? 

TED: PS2? what’s that? Sounds m4 
kinda cool... Just kidding, 
yup, we are very excited to 
begin soon on the PS2 — 
what an amazing machine! 
But, as usual, we can’t say 
anything about it right now. 
And, a future with Spyro? 
Hmmm... that sounds pretty 
interesting. Let me ask the 
team and i'll get back to 
you. (Don’t you hate evasive 
non-answers like this? I’d 
tell you if i could, 
promise!) 
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acclaim 


december 


Looking to break out with the next “Turok”, Acclaim has, once again, tapped into its comics division and 
is currently working on Armorines: Project S.W.A.R.M., their next first-person shooter. Looking and sound- 
: a. ing d lot like the movie Starship Troopers, the Armorines storyline is set on Earth, where an alien race of 
7 — th Hpeomnsinn dtl huge, deadly bugs have colonized underground and are looking to take over the planet (wiping out the human 
‘nace. fia. race in its wake, of course). With no way to combat these bugs, the government has turned to its only 
tomes Sa a ~ hope — the Armorines — an elite military team wearing a highly advanced suit of armor. in this FPS (first- 
> , — person shooter), gamers can choose from two different marines (Private Lewis and Private Lane), and 
Scat hl a. “a, e- then set out to exterminate the bugs throughout multiple environments and secret worlds, including a Siberian 
“Se tf * DING military base, the South American Jungle, a Volcanic island and the bug's own Hive. Featuring superior enemy 
Al, d wide range of multiplayer modes, a graphic hybrid graphic engine that utilizes both the Forsaken and 
Turok technology, and plenty of mission-based action and puzzle solving. 


february 


Ever wondered why you have nightmares? 
Well, apparently Eurocom and GT interactive have 
been lying wide-awake at night, thinking about 
It. They have created, by their own definition, a game for the 8-12 year old market entitled “40 Winks.” 
While we disagree with their estimation of the target audience (all of us 30-somethings have been hav- 
ing a blast playing the game), we agree that they have a great game. Eurocom, best known for their 
Disney 3D/2D action/platform games (Hercules, Tarzan), have created a go-anywhere, high-resolution 3D, 
dream world that is very compelling (this engine bodes well for Crash Bandicoot 4, as Eurocom is the devel- ./ 
oper of the Crash series, having taken the reigns from Naughty Dog). it seems that a fellow named NightKap 
can't sleep, and he is getting more and more upset about it. He figures if he can’t sleep, nobody elseshould. 
So, he steals your Winks (apparently responsible for your dreams) and turn them into Hood-Winks — hor- 
rible little creatures that, once inside your dreams, begin turning them into nightmares. it is up to you, play- 
ing as either Ruff or Tumble (school-aged brother and sister), to find the last 40 Winks before NightKap 
can get to them. If you don’t, nobody’s gonna be getting any shut-eye! 40 Winks lets you jump, swim, morph 
into characters like a stone age guy and a ninja, attack and try to scare off different monsters. in addi- 
tion, there are a number of collectibles responsible for things like health, door keys dnd passage to 
other areas of the nightmare worlds. Stay tuned; Dave will have his review of 40 Winks in our January issue. 


konami 


november 


If it seems as though you're starting to see more fishing games than racing games on the PlayStation, 
I'm wit ya’! What’s the deal? in the last year alone there have been over five fishing games released for 
the PlayStation! | know everyone likes to sit around and waste a day waiting for a fish to bite, but 
geeeeez, this is a little ridiculous. Konami, creators of one of our favorite fishing games, Fisherman’s 
Bait, is bringing out a sequel (a sequel to a fishing game, man we are in the mass market). Big Ol’ Bass is 
due to release this winter and promises to bring you interactive anglers more of what you need most, more 
fish, more action, more camera angles and just more big ol’ fun! Konami has updated the engine to bring 
you a picture in a picture format along with a substantial amount of on-screen information to help you 
nab the big one. The format is similar to the rest of the Bass “tournament” based games, including mul- 
tiple fishing areas, a big tackles box and a boat to get you where the bog ones are bitin’. 
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southpeak interactive 


november 


It’s been a while since we’ve heard from Doug TeNapel and our friends at The Neverhood, creators 
of the crazy, 2D, action/platform clay creation, Skull Monkeys. The reason for this is because they've been 
busy putting the finishing touches on their newest clay endeavor, Boombots. Boombots is a 3D fighting game 
which, of course, is packed with all sorts of wacky and off-the-wall humor. As a member of the Boombot 
corps, it’s up to you to fight and survive a series of battles in order to defeat the Cat Aliens’ leader, Mandu, 
dnd liberate the Earth and its housecats from ultimate annihilation. The game offers a total of 15 char- 
acters from which to choose, as well ds 15 different arenas. In addition to hand-to-hand combat, there are 
d variety of long range attacks, with an arsenal of guided, lobbed and machine gun-style weapons at your 
disposal. Some of the other features include, power-ups (a la Capcom’s Powerstone), a variety of game 
modes, and, of course, hilarious claymation movies in between battles. 


February 


There have been plenty of Might and Magic games released across a vari- 
ety of systems and consoles over the years, but almost all have been the of the 
typical, pseudo-3D, dungeon RPG-variety which Wizardry made famous so many 
years ago. 3D0’s newest spin-off, Crusaders of Might and Magic, takes the M & M / 
universe and transforms it into a third-person, 3D action/adventure. in the gamé 
you play as Drake the Barbarian (no relation to Conan), where you'll get the oppor- 
tunity to hack your way through five unique realms that incorporate’snow and 
ice, tunnels, dungeons, and airborne cities. Crusaders promises to deliver all of the 
intense action/adventure elements you could possibly think of — puzzles, bosses, 
magic casting, wielding multiple weapons, a Tomb Raider-style 3rd-person per- 
spective and plenty of intense hand-to-hand combat. in addition, 3DO is promis- 
Ing a grand quest with huge levels and evolving story lines. From what we’ve seen 
so far, the lighting effects look to be outstanding, especially the various weapon 
spells that can be bestowed. Keep an eye out for a review soon. 


fox interactive 


a 


february 


Fox Interactive scored big in ‘96 with the original Die Hard Trilogy, which has sold over a whopping 
two million units worldwide to date. A sequel has always been a no-brainer, but without another Die 
Hard movie to drive the story line, it didn’t look like there would be an opportunity to make one. Thankfully, 
Fox green-lighted the project and created an all-new John McClane storyline to base a game around. 
This time, John finds himself at the mercy of a group of terrorists in Las Vegas. Taking the same formula 
from the original game (three separate game styles to play: driving, light gun shooting and third person 
action/adventure) and adding the ability to play them as one interweaving and continuous story, complete 
with transitioning cinemas (in the original, they were split up into three separate games), this game has 
instant success written all over it. Developed by N-Space (the original was done by Probe), we’re very happy 
to see that they didn’t stray too far from the original’s look and visual style. 
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NCAA® Final Four® 2000 has more than 300 Division I teams from 31 
conferences. It’s got 100 new animations including 15 new high 


flying dunks with graphics twice as detailed and smooth as last 


PlayStat 


year. Team-specific playbooks, crowd chants and fight songs create 
an intense college setting for every game. It’s the complete 


college experience, minus the midterms and missed classes. 
www.989sports.com 


associated with 


ster Colertdnmest America ine. Designed and de by Killer Game, Published by 989 Sports, 
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southpeak interactive 


This just in from the “When you think you've seen it all” department; Southpeak interactive is set to 
release “The Flintstones Bedrock Bowling.” Not content to do a normal bowling game set in the Flintstones 
world, Adrenalin interactive (the game’s developer and the kings of the interactive alley) is creating a story 
that has bowling alleys mysteriously popping-up all over Bedrock. There are eight different areas of town 
that become bowling alleys. it is up to Fred, Barney, Pebbles Bamm Bamm and Dino to bowl them all. What 
makes the game unique is that, although the game features traditional scoring, once you release the ball, you 
actually ride in it. Each alley is actually an obstacle course, filled with environmental challenges. You must 
take control over the ball and navigate the course, trying to strike down all 10 pins. Basically, the game becomes 
somewhat of a cross between a driving game, Pong and Breakout. Featuring multiple levels of difficulty and 
multi-player gameplay, The Flintstones Bedrock Bowling should be available in the 2nd quarter of 2000. 
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february — 


While the original Fighting Force might not PIS a 
have fared so well with the press, it sold quite lusa 9 @ tm 
well. As a 3D hybrid of the 2D side-scrolling beat- Se 
‘em-ups of yesteryear (Final Fight, Double Dragon, Streets of Rage, etc.) it ful- 
filled its purpose. Gekido from interplay looks like its set to follow in its 
path, with a similar theme and game play mechanics. in the game you play as 
one of a team of four covert operatives sent out to investigate and exter- {7 
minate a computer program that has evolved into a super-powerful humanoid 
form. Offering both a single player, arcade-style action game, as well as a 
four-player arena combat mode, Gekido is set to quench the rage within you. 
Some of the features this game offers include 
different paths and bosses for each of the four 
characters, an in-depth and rewarding combat 
system (including combos, supers and artistic 
rage moves), dynamic camera movement and 
angles, and interactive 3D backgrounds littered 
with useable objects. Gekido is currently on 
schedule for an early release next year. 


codemasters 


november 


Do you like to create your own music? Ever wanted to see if you could lay down a couple of tracks and 
make some sweet sounds? If you answered yes (or even if you shook your head “no”), you'll want to check 
out Music 2000 from Codemasters. This thing is COOL! Basically, you have at your disposal a mini-record- 
ing studio, where you can manipulate over 1000 prerecorded samples and even take riff’s off of your own 
dudio CD's, Music 2000 gives you an incredible 24 tracks to mix, so your songs can be as detailed as you 
want them to be. You'll also be able to take the 3000 instrument sound f/x and manipulate them note by 
note, using reverb, delay, and chorus features. The interface keeps things simple, so you don’t necessar- 
ily have to have 5 years of musical training behind you in order to use it. The game also features a 3D video 
feature that lets you create your own music videos, along with a multi-player (up to four) “jam” session 
where you can use the PlayStation controllers as your instruments and play impromptu concerts with your 
buddies. 
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american softworks 


Clean trucks are for wimps. So prepare to get dirty in the most hardcore off-road racing game to hit 
the PlayStation game console. American Softworks is making good use of its TNN HardCore license with its sec- 
ond PS off-road offering, TNN Motorsports HardCore TRT and promises to deliver gear-grinding, bumping, 
jumping, pedal-to-the-metal truck racing action. Head to the garage to tune almost every aspect of your truck, 
from braking and suspension to gear ratios and colors. it’s up to you to make your truck the toughest, 
fastest piece of metal on four wheels. Then it’s time to hit one of 30 rugged, U.S. tracks (from the muddy ever- 
glades of Florida to the arid deserts of California) in a winner-take-all battle for truck superiority. Strap your- 
self in and prepare for all the dust-flying, mud-splattering, white-knuckle racing. Some of the features this 
game will offer include 24 customizable off-road and hot rod trucks — each with distinct characteristics, both 
day and night racing through rain, snow and fog and a two player, head-to-head, split-screen racing mode. 
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As usual, we're just as guilty as the next guy when it comes 
to creating the hype for the lovely Ms. Croft. Having shown Eidos’ 
newest Tomb Raider installment in at least three of the last five 
issues, there’s not much left to write about. Still, every time a new 
rev comes in the door, we have to at least show some new shots 
and give a little more information. What’s new since the last pre- 
view actually amounts to quite a bit. We can finally talk about the 
“training levels” where you play as a very young Lara Croft who must 
learn all of those daring, life-saving moves she relies on through- 
out her adventures. Here, we'll finally learn of her origin and meet 
her mentor. In addition, there are two new vehicles in the game — 
a motorcycle with a sidecar as well as a jeep. Some of the other 
features in this game that were not in any of the others in the series 
include new moves dnd animations — Lara can now swing and climb 
up ropes — and streaming levels, similar to Soul Reaver. The Last 
Revelation is scheduled to hit retail shelves November 19th. 


Wrestling fans rejoice! The most electrifying show on broadcast TV 
comes to PlayStation in all its glory early next year courtesy of THQ. Yes, 
the WF license goes to our friends at THQ next year and they have been 
working very hard on making WWF Smackdown the best WWF effort yet. 
Prepare to follow the adventures of The Rock, Stone Cold Steve Austin, 
Undertaker, and the rest of the World Wrestling Federation as they bat- 
tle for control both in and outside of the ring. Based on the world-renowned 
Toukon Retsuden salsa. engine, Smackdown features over 30 painstak- 
ingly-crafted athletes, highly-detailed ring and backstage envi- 
ronments, tons of signature moves, and the best wrestling and 
grappling system ever witnessed on PlayStation. Some of the other 
features in the game include simultaneous four-player Action via 
the multitap, single-skin texture technology, dynamic light sourc- 
ing, unparalleled animation, an in-depth create-a-wrestler 
feature — including the ability to edit character moves, and a 
mapped backstage area where you can roam the hallways of 
Smackdown’s arenas. WWF Smackdown is currently scheduled for 
an early release next year. 


There are two kinds 
of gamers in this world. 


The ones who 
Still play on consoles. 
And the ones who've 


actually seen breasts. 


3dfx PC Accelerators. There’s a better way to game. Hey, did you guys hear the one about the console gamer and the girl? Neither did we. 


A little lesson in love, gentlemen: chicks don’t dig guys who are behind the times. Sorry. But the good news is, when enhanced with a 3dfx Voodoo 


graphics accelerator, the performance and visual effects on your PC will kick the snot out of your console. Thus bringing you ahead of the times. d f 


So pick one up. Oh, and lose the headgear. They hate that too. For more information, check out www.3dfx.com. $o powerful, it’s kind of ridiculous. 


The 3dfx PC Gaming Experience : Higher Resolutions Hard Core Games Internet Play Free Levels Off The Net 
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For the 
past couple of 
years, ever since 
the release of Rare’s 
“Goldeneye” on the N64, 
PlayStation samers have been 
looking for a first-person equivalent 
on Sony’s hardware. With the exception 
of Universal’s “Disruptor”, a quality first- 
person game has been a scarce commodity. 
Games like Syphon Filter and Metal Gear Solid 
have satisfied our need to go underground and 
save the world, but they are third-person titles 
and not quite the same thing. 


Well, while it is not quite Goldeneye, Dreamworks 
Interactive’s Medal of Honor is THE first-person game... 
to own on the PlayStation. The game casts you in the role 
of Lieutenant James Patterson, a WW2 pilot thathas ‘ 
been assigned to the Office of Strategic Services 
(OSS) — America’s spy network operating in Europe _ a | 
during the “Big One.” Working with your French liaison and under 

the direction of the OSS, you must carry out seven different emmnoceng 
played out over 21 game levels. 


in these missions, you will hide in the Bows, i +f 
German officer, handle all different kinds of authentic wy rips 


Medal of Honor follows the path that, ror a iiemedtic Soint oe 
view, dates back to the original Castile Wolfenstein 
on the Apple li and, more recently, all of the first-person 7 —T- 
action games made popular by id Software. Of course, EASURE CAVERNS (Po. 1) 
the most direct comparison to be made is to id’s gages 


“Wolfenstein 3D.” But, where that was a simplistic, fantasy our action ave hep Noor a tha 

game, Medal of Honor takes its depiction of war very peas ayn ae 4} 
; : R salen . i ' The HtiONS 

seriously. So seriously, in fact, that the collision detection : already wired the lower part of 


the mine. You're going to have { = 


for enemy soldiers allows the game to distinguish between GE todsam atthe bombs, 
body parts; head shots, and shots to the torso, groin and Few a 

extremities are detectable by the program. in fact, it is _¥ GPF 
part of how Lt. Patterson is graded and will determine 
the secrets that you uncover in the game. in addition, the 
game makes use of vintage WW2 footage featuring Churchill, 
Roosevelt, Stalin and the greatest enemy to mankind in 
the history of modern civilization, Adolph Hitler. 
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Let’s face it; this is the best story ever 
told and movies from “Raiders of the Lost 
Ark” to “Saving Private Ryan” have made bank 
on using Nazi Germany as the backdrop for 
their dramas. And, with Medal of Honor, 
Dreamworks doesn’t disappoint and gives the 
game player the complete interactive movie 
experience. The graphics, sound effects 
and music are all top-notch, each 
contributing to make the game a 
cohesive, role-playing adventure. You 
get absorbed in the world quickly and, given its historical context, it 
is pretty easy to start believing, at least for a short while, that 
you ARE Lt. James Patterson. 


in terms of the gameplay, there isn’t anything that you would 
consider new to the first-person action game genre presented in 
Medal of Honor. But everything that is done, is done well. To make a 
comparison that some. of you might be familiar with; there have 
been a ton of first-person shooters on the PC — to the point of excessive 
duplication. But, in the face of this came Valve’s “Half Life.” No matter how 
many FPS’s you had played before, this one was so seamless and built aground 
such an interesting story, that it made you feel like you were playing a game 
that was a new revolution of a point of view. Likewise, Medal of Honor, although 
certainly from a much more limited technical standard, does that same thing 
for the PlayStation. The whole thing is just so damn BELIEVABLE that you really 
get caught up in the espionage and the save the world mentality of it all. if 
you want to really believe you are part of things, try some surround sound 
headphones — you will be blown away! 


is Medal of Honor the 
PlayStation’s Goldeneye? Not quite. 
The levels are not overly long or 
complex. They tend to be a series 
of battle arenas connected by 
hallways. But, because the enemy 
Ai and interaction is so good, they 
will FEEL longer than they really are. 
The game’s 21 levels are challenging, 
and trying to earn medals on each 


"§ either. While the mutiplayer game is decent, it is not 
up to Goldeneye technical or sameplay standards. 
And the N64, as a platform, needed 
Goldeneye, the PlayStation doesn’t need 
Medal of Honor... we just want it... 
really, really bad! 
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deserved, PlayStation hit. 


SS A 
“COMPATIBILITY 


Multi Tap Adaptable | [ Js Analog Control | | Vibration Function | 
~.| 1+4Players | | o==; Compatible kL | Compatible | 


level is even more so but, when you beat the game, you 
end up feeling like you need more. The abrupt ending featuring 
President Truman doesn’t help to alleviate this feeling, 


Oo 
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Independent 
unsettling lack of blood (this 
—_ IS war, you know... and a pretty 
violent one at that!), Medal of Honor 
is a great game that re-defines the first- 
person action game on the PSX... and it 
should give Dreamworks their first, and well- 
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if you’ve 
been _ playing 
games ds long as | 
have, then you’ve no doubt 
played more than a gaqjillion 
racing games. Over the years, many 
companies have tried to establish their 
driving game as the one that beats them all, 
although what they’re really trying to say is, 

specifically, their same is better than either the latest 
Test Drive or Need for Speed game. Well, most of the 

companies that argued with that approach are either 

no longer in business, or no longer making racing games. 


You know, I’m generally not one for video game intros, and 
usually skip right past them the second they begin to load. 
How many times can you watch NFL highlights or over-produced. 
slam dunks and pivots from the second baseman? Been there, 
done that. However, with all due respect to every opening 
sequence that has ever been made, the opening scenes 
from Test Drive 6 are the most amazing 64 seconds 
(counted every tick) to ever front a video game. Sing it with me — “Here in 
my car, | can lock all my doors...” — Gary Newman and his ‘90’s version of 
his ‘80's techno hit “Cars”! Sweet!! As the song plays, images of cars 
going really fast light up the TV screen, broken up only by glimpses of the 
lead singer of Fear Factory, who then gets morphed into a make-up’ed Gary 
Newman. My description doesn’t even come close to doing the intro justice, 
you'll just have to experience it for yourself! Anyway, it’s an amazing way to 
start a game, that’s for sure! Gimme the keys! Gimme the keys! 


Test Drive 6 keeps the tradition of fast muscle cars from the past racing 
against modern exotic cars, and this year there are even 
more cars to choose from. TD6 doesn’t go out of its way to 
overwhelm you with the sheer number of cars that Gran Turismo 
and Ridge Racer Type 4 offer, but it still gives you a bunch. New 
in TDé are the Audi TT, Lotus Elise, Marcos Mantaray, Ford F150 
Lightning, Dodge Concept, Ford GT40, BMW V12 LMR, Nissan R390 
GT-1, and more. All together, the number of available cars is 
38, but you don’t get them all at once. Much like the last Need 
for Speed, TD6 now requires that you BUY your cars, and you 
can keep them in your personal “garage”. You earn money (or 
“credits”) by winning races, but there’s a hook — you can BET 
on the race, thus increasing the amount of cash you can win. 


But, before | get too far into that, let me talk a little about 
the gameplay modes in TD6. There are Single Race, Tournament 
Race, Cop Chase, and Challenges. in Single Race, you can 
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choose one of the five (Paris, Rome, London, 
New York, Hong Kong) long tracks (the usual 5 
stages) and race it either normal or backwards, 
with whatever car you want (from your garage). The 
maximum bet you can place in a Single Race is 2000 
credits (the minimum bet is 500). in Tournament 
Race, there are four different classes, and you 
can’t get to the others until you beat the one 
in front of it. And, there are two Tours in 
each class, and each Tour has anywhere 
from 3 to 16 races. Wow - you got all that? 
Good, ‘cause now you’ve got to pay attention — we’re talking money (credits)! 
For example, if you choose the max bet in the Class 1 Tour 1 first race, you'll 
be betting 2000, and so will the other five racers, for a total of 12,000 
credits. You’ll then see a screen that says the lst place driver gets 3500, 
the 2nd place dude gets 2000, and 3rd place gets 500 and a kiss from 
his grandma. Wait a second Einstein, that’s only 6000 credits — where's 
the other 6000? See, there’s this thing called the “Tournament Pot”, and half 
of all bets for each race go into it. The winner of the whole shootin’ match gets 
it! So, if the bet for all three Class 1 Tour 1 races is 2000 per race, the winner 
of the Tournament will get 18,000 credits, plus whatever he one for the individual races! 
Gotcha. You’ ll need the credits, too, because you can upgrade the engine, brakes, tires, 
and suspension of your ride, if you have the means (and there are four levels of upgrades 
per part?). 


So, there’s the nuts and bolts of TD6, but let’s not forget the Cop Chase mode. 
Beat it (arrest 5 guys on all 5 courses), and then you’ll open up the “Stop the Bomber” 
mode (which is so super secret i can’t divulge any info — somebody may be watching!). 


The game pian for TD6 certainly sounds good, but how did infogrames and developer 
Pitbull execute it, you ask? Well, | have 
mixed feelings on that one, because 
the first two Classes suffer from 
whacked out frame rates. Some races 
scream at 60 fps, other at 30 fps, and 
the night time course seem to chug 
along at 15-20 fps. it’s like you’re driving 
three totally different cars, but the 
reality of it is that you’ve got the SAME 
car, but the amount of detail being drawn 
into the courses is what causes the frame rate differences. 
Don’t ask me to ‘splain it Lucy but, once you get to the really fast 
cars, this FPS drop doesn’t seem to be an issue. And, let me 
go on record by saying that, at top speed, there is no 
racing game that even comes CLOSE to matching the 
speed of Test Drive 6. it’s unfreaking believable. om 
Literally, you’ll see friends and neighbors cs LINe 
puking their guts up after 30 behind Oo: 
. 2] : oe Drive uae ent 
ooking car models, we 


the wheel of the BMW V12 LMR or | 
the Ford GT40! = 4 designed tracks, and enough 


gameplay to keep most racing 
enthusiasts glued to their PlayStations’ 
for many weeks. However, it also has a 
few oddities that keep it from being all it could 
be, mainly the haphazard night driving and the 
aforementioned frame rate problems. In the end, it’s 
still an excellent and enjoyable game, but it falls down 
a few notches from last year’s wonderful TD5. 
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| i Forgive 
EVERYONE “ 


me for starting out 

A ook wt on the defensive. 5 
4 wet Z However, if you read 

PSExtreme the way i do, you 

probably flip through the reviews section t 

and stop only when you see the name of a 

well-known game or a score which seems unusually 

impressive. By both of those criteria, you should have 
Stopped on this very page. “Pong? High Gold? For that old 

black and white paddle ball game? Are you crazy?” Hey — 

who's doing the reviewing here, you or me? Sit down and 
listen! 


Pong, of course, is the coin-op game that started it all. it wasn’t 
the first arcade game (that would be Computer Space), but it was the 
first one to actually become a success. A quick glance at the accompanying 
screen shots will let you know that this is not your father’s Pong (or your 
Pong, if you are old enough to remember the days when every kid 
wanted one hooked to-his TV set)! it’s in color, it’s in 3D, and 
there is a heck of a lot more stuff on the screen than just 
two paddles and a dotted line. And yet, the basic premise of players hitting a ball back 

and forth remains the cornerstone of the game. 


Just whistles and bells, you say? Hardly! The new additions don’t merely change 
the look of the game, but they affect the strategy and gameplay as well. Here are 
some examples: On one of the jungle levels, a giant ape marches across the center 
of the screen causing the paving stones to buckle — your ball’s trajectory will be 

affected when they hit the stones. On the soccer field level, a mole starts digging holes 
— when the ball goes in one hole, it will come out another hole at random. On a post- 
industrial level, vortexes swirl around — they catch the ball and send it spinning in 
unpredictable fashion — and these are just a few of the level 
variations! This doesn’t even take into account the special power- 


ups which each player can collect by hitting special icons with the 
ball. 


In a major gameplay twist, players can now employ special weapons 
which differ from level to level. On one level, the weapon may just be 
the ability to “bat” the ball and send it flying. On other levels, the special 
weapon may cause the table to tilt in the other player’s direction, raise 
up a wall, cause rollers to spin or fans to blow, and many other actions 
— all of which affect the game play. Of course, you can’t just concentrate 
on hitting and catching the special weapons icons, or else you’ll miss 
the ball (which is the object of the game, after all). 


What makes Pong a Gold title is not just the colorful graphics and 
whimsical music, which are nice, but the sheer variety of gameplay 
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SELECT OPTIONS 


options. When you choose a “zone” and first enter a 

level, you'll play a Pong variant. After beating the 
computer, you’ll earn gold bars which will allow you to 
enter a brand new level. However, you can also challenge 
the level you just beat. This time, there will be a new 
twist on the gameplay — the water may now be frozen, a 
fan may now be turned on, or the special weapons 
may now be different. There are three separate 
variations for each of the 20 main levels. And 
yes, the original 1972 arcade Pong game is 

included (in Zone 8), if you can get that far! 


Aside from these straight Pong variations, there are some special levels which 
use the paddle in unusual ways — as a fishing pole, a pinball flipper, or an egg catcher, 
for example. There are also circular levels where you use the ball to herd sheep or 
pop balloons. As | mentioned earlier, the sheer variety of games is incredible! 


The large number of variations gets even bigger when you consider the multi-player 
options. Aside from playing against the computer, or against a second player, you 
can also choose a three or four player game — both of which alter the gameplay. in 
one jungle level, the goal of the first person who gets scored against will be “walled up,” 
leaving the other two to fight it out. The soccer variation becomes a one-on-one penalty shoot- 
out, alternating between the players. With four players, you can cooperate as teams of 2 vs. 2, or 
play every person for him (or her) self. Crafty players will even discover that they can use their 
paddle to push another paddle towards the edge of the screen, in an attempt to get their opponent’s 
goal unprotected! 


There are a few minor details which prevent me from giving this game the coveted Platinum 
rating. First, there are no on-screen instructions which would help tell you what you are supposed 
to do on some of the stranger variations. While you do get an infinite number of attempts, the 
object of some of the levels is not readily apparent. in addition, some of the variations rely too 

much on luck versus skill and a few are 

( /}/j/((jjjij jj insanely difficult. The classic Pong “English,” 
(9 where you could change the trajectory of 

2 the ball based upon how close to the edge 

you hit it, seems to have been altered. This 
makes a few of the variations exercises in 
futility, as the ball can get stuck in a pattern 
from which there is no escape. Finally, there 
is no means of adjusting the sensitivity of the 
analog sticks. Frankly, the best type of controller for these type of 
games is still a paddle. The designers have done an admirable job 
of making both digital and analog control work fairly well, but it still takes 
some getting used to. 


Despite these few concerns, | would not hesitate to 
recommend Pong to anyone. | think that sports enthusiasts NS 
may get more out of the competitive nature of the A 
game, but anyone young or old who is looking At LINE 
for an enjoyable videogame experience Oo During E3, | was asked 


can’t go wrong with this one. 7 sll pase tego 
_ impressed with. When | 


- . answered “Pong,” everyone 
aw thought | was joking. | wasn’t, and I’m 
— still not! Pong is the very essence of 
videogame fun, and it has great replay value, 
due to multi-player options and the amount of 
variety. Whether you are a novice or a veteran player, 


this Pong’s for you! 
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So, all your pe-owning friends make fun of you because 
you’ve never played Quake. Seems you don’t know what it’s like to 
pull all-night frag fests. Well, Activision is out to help, having enlisted the 
UK developers, Hammerhead, to bring id’s classic PC title, Quake ii, to the PlayStation. 


Having logged more hours on the PC versions of Quake then i care to admit, i 
was quite excited to be able to take the PSX incarnation for a spin. Before i get started, i 
need to let you know that this review comes solely from the view-point of lone PSX owners looking 
for some Quake action (meaning you don’t have a PC so you can’t play that version). 


Quake ii’s story is simple. You land on an alien planet, blaster in hand, and destroy everything that moves. 
After a brief opening cinematic, it’s a straight-up classic first-person corridor shooter. 


Fighting off the bio-mechanical enemies is no easy chore, which means the controls need to be dead-on, or 
else consider yourself mincemeat. So, how does Quake ii fare? Originally, i was really upset with the control 
scheme. But, after messing around with the different set-ups, i found one that suited me and i was off and 
fragging. it took a little while to get used to, as the analog is touchy, but that soon becomes welcome as it 

makes targeting the alien scum much easier. 


While on the topic of scum, the environments in Quake ii are comprised of mostly sewers, torture chambers, subways, 
and other dark, stone, industrial complexes. The game’s graphics are among the best in the genre, with each level 
featuring great lighting and weapon effects, top-notch animations, detailed textures, awesome frame-rates, 

and even quality explosions. You may be wondering how can 

this be possible? PSX RAM, punk! Each of the huge levels 
dre divided into sub-sections and loaded as you progress. 
it is a trade-off that, at times, becomes tiresome. But, 
thankfully, enemies killed stay dead and items not 
picked up can be tracked down later and used. 


Knowing that the game is graphically acceptable, 
it is time to think about gameplay. The first thing you'll 
notice is that the enemy Ai is grrrrrrrrreat. No need 
to add milk. Whichever of the three skill levels you play, 
you will find the Ai ramps accordingly. Entering a room, 
you will more than likely find guards patrolling 
and, upon attack, or hearing footsteps, they’ll 
come at you, guns-a-firing. Often, they come with back- 
up following close behind, all-the-while strafing to 
avoid your onslaught. Unfortunately, the single-player 6 one ot. ae ae csp a 
experience is over all too soon, boasting over 20 | omen? — 86. [oe 
mission-based levels, and though they are rather large, : ~~ 3 Le 
they can still be completed in under 10 hours. | SS 


—= The music is a hard-hitting metal soundtrack 88> 
9*  _— that is purely ambience, nothing to write home about. eu 

But, on the other hand, i wasn’t reaching for the volume 
knob to turn it off. The sound-effects are great, though; footsteps, 
enemy yells, and a bunch of other little things add to the immersion. [)— i oa 

Lastly, what Quake is all about — the multi-player! Quake ii features ‘ Bs ‘ 
2 player and 4 player link and split-screen capabilities, withl2 e , AN os 
Lo9 different deathmatch arenas to choose from. These smaller 
environments are great fun to play in because it doesn’t 
LINE or take long to find your friends for a frag. This is 
ee ee ee My probably as good a multi-player deathmatch 
to play, It’s one of the better first- ds you’re going to get on the PlayStation 
i goatee teeta ciaver dnd will be the main reason to 
mode, then | would recommend renting come back to this one. 
it because the game is short (and is why the 
score is lower than you’d expect it to be) but, if 


you are looking for a PSX deathmatch experience 
for you and your friends, it is worth purchasing! 


Current Orgers: 
Locate UNEE exit aid Ril? all resistance. 
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Acclaim seems to have been struck with “bad game 
syndrome” as of late. Recent PlayStation releases from the company 
(Re-Volt, Shadowman) have been less than stellar, especially when 
compared to the PC and N64 versions of the same titles. South Park is no 
exception. 


The premise of the game is simple; Aliens have invaded the town of South Park and the 
only ones who can save the world are Cartman, Kyle, Stan and Kenny. Armed with nothing 
more then your dirty mouth, you must head off into the wilds of Colorado and defeat this vile 
threat to humanity! 


The first thing you'll notice when playing South Park is the crude humor. That is good. The second thing 
you'll notice is the fog. That is bad. The third thing you'll notice is that each level has one type of enemy, with 
very little variety. That is @#&#*! worse. 


The fogging effect in South Park is so extreme, | really have to wonder if this was a rushed port. You can 
only see a short distance in front of your character, which makes navigating through the world of South 
Park difficult. To top it off, the fog is mostly white. Because most of South Park is covered in snow, most of South 
Park is also white. Combine the white fog with the white snow and the end result is a town that feels like it is 
experiencing the worst blizzard since the ice age. 


Enemies in South Park consist of two main types: grunts and tanks. The grunts are your basic kill 
and destroy opponents. They aren’t very bright, and they just keep coming at you until you kill them. 
The tanks are a bigger version of the grunts. They aren’t much brighter, but they will spawn grunts 
while fighting you. This makes them a bit more dangerous. Unfortunately, as you adventure through 
each level, you’ll likely encounter the primary enemy over and over. For example, in the first 
episode of the game, you'll face grunt turkeys and tank turkeys. You'll run across plenty of turkeys 
and not much else. in the next episode, the turkeys are replaced with clones, but you just end 
up facing clone after clone. Repetitive and boring. Ugh. 


Surprisingly, the control is South Park is decent. Although it doesn’t say it anywhere on 
the packaging (this is another indication that the game was rushed), South Park supports both 
the analog and vibration functions of the 


Dual Shock controller. You can use both analog sticks to move and aim at the same time. This 
is a nice setup to have, especially when you 
are surrounded by enemies. 


in addition to the single player mode, there is 
a two player head-to-head deathmatch option (the 
N64 version had four player). Although it isn’t much 
better than the single player game, in terms of 
visuals, it is a bit more amusing — if only for the 
satisfaction of listening to the kids swear at each 
other when hit. All of the weapons are available 
in deathmatch, as well. This alone is probably worth 
the price of a rental. if you really want to, you can 
kill an opponent by sticking his head inside a cow’s rear end (yeah, 
the game is loaded with all of the class and polish that has made 
the series so endearing). 


The sound in South Park is pretty pathetic, especially considering 
that one of the main draws is listening to the characters 
spout off lines from the show. One would expect the 
game to be crystal clear. instead, everything sounds 
muddied and dull. if i didn’t know better, I’d 


CONTENT RATED BY 
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SCORE: 


So, is there any reason 
to get South Park? If you’re 


swear that the developers sampled all , a fan of the show, it is fun 
of the sounds from one of the as - running around in deathmatch 
- mode for an hour or so. After that, the 
ALL CHARACTERS AND EVENTS NN ; 


online Real Video episodes. = game begins to wear pretty thin. Rent it 
—————— to get your fix, but don’t buy until it hits the 
ultra-cheapie racks at the local discount store. 
The game just doesn’t have enough meat to be a 
worthwhile purchase. If you pay full price for this game, 
you'll feel just like Cartman did in the episode “Cartma 
gets an Anal Probe.” - 


THIS GAME - EVEN THOSE BASED 
ON REAL PEOPLE - ARE ENTIRELY 
FICTIONAL. ALL CELEBRITY VOICES 
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Please tell me you’ve heard of Space invaders before. 
oil Released in 1978 by Taito, this coin-op took the world by storm. in 

a Japan, it caused a nationwide shortage of the coin used to play the game. 
, In the U.S., Atari’s decision to license it for its home console (a first) led directly 
to the 2600’s domination in the market. Unfortunately, the primitive graphics and 
simplistic concept meant that it wasn’t long before the public moved on to bigger and better 
things — namely, Asteroids. 


It’s hard to believe that this game is now 20 years old, but it isn’t too hard to believe that the attempt 
has been made to update this classic for the ‘90’s. After all, Space invaders is one of those few videogame 
properties which has appeared on one system or another in every hardware generation. 


So, what’s new? Just about everything but the underlying concept! The graphics are now 3D — the game is still 
played in two dimensions, but the enemies are polygonal. Techno-style music and new sound effects have been added 
to replace the “thump-thump-thump” sound of the original. There are also special weapons which may be obtained 
by destroying four of the same type of enemies in a row. in case you are wondering how that works, let me first explain 

that the advancing aliens are no longer just differently-shaped sprites. instead, the aliens are of 13 different species 
— each with its own attributes and unique attacks. in addition, rather than being lined up “shooting gallery” style as with 
the old game, the patterns of enemies differ from level to level, which makes it harder to hit four of the same aliens 
in d row. The special weapons you’ll obtain will eliminate invaders horizontally, diagonally, by a floating acid 
cloud, etc. Finally, there are mother ship bonus rounds and bosses you will encounter at the end of every 10 
levels. These aren’t just UFO’s crossing the top of the screen, 
either, but gigantic creatures with attack patterns all their 

own. Speaking of those crossing UFO’s, or mother ships, 

they are still in the game and hitting one will drop a shield 
power-up down to you. Even those barriers are still in 

the game, except that this time around they can be 

pushed up into the advancing aliens by your laser fire. 


As with most modern games, there is a storyline, 
as well as opening and ending cinemas. There is also a 
two-player contest in which players cooperate to annihilate 
the advancing aliens. A replica of the original arcade game 
is unlocked after making it through all the levels. 


So what's not to like? Nothing, really. The additions 
add interest to an admittedly limited concept. That's 
really the only drawback. The designers could have 
moved the game into 3D completely and altered the 
gameplay, but that would have created a game entirely 
unlike the original. instead, they kept the core “slide 
and shoot” game mechanics of the coin-op and added 
a few complementary elements. While this is fine by 
me, I’m afraid that the original concept just might 
not be interesting enough to today’s players. 


Considering the fact that the coin-op always ended with at 
least one of the invaders landing, i found it odd that i made it through 
the entire game without that ever happening. However, unlike classic 

games which got faster and harder until you lost, today’s games 
almost always have an ending. Space invaders is no different. 
Eventually, you’ll have beaten back all the aliens and the 
game ends. The main challenge of the game has 
therefore become not the invaders but the 

yer ils na I: level bosses, since you don’t know their 
have bean added, such as a battle patterns and weaknesses until 


mode and a time trial mode (both were after you’ve seen them 
in Space Invaders 2000, a 1998 Japan-only attack 
title). Like the original, Space Invaders is fun — : 
but in a limited way. You'll probably tire of it before 
ean too long. 
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GENRE: | Shooter EVIEWED E = < 
PUBLISHED BY: | 3dc MARK ANDROVICH '— 
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What’s with the sudden interest in simulating childhood 
toys? From R/C helicopters to Hot Wheels, it seems that every other 
company is releasing a game that lets players control toys in “real world” 
settings. Not that there is anything wrong with that — | just find it odd that 
we’re now simulating the kind of imaginative play that kids used to engage in before 
videogames existed. 


Like most other kids my age, i played with green and tan army men. No matter how our 
“wars” began, we would always end up fighting it out in the backyard, pelting the soldiers with 
rocks and sticks (and, if an older brother was available, blowing them up with firecrackers). Earlier this 
year, 3DO released Army Men 3D, a combat game utilizing the familiar plastic soldiers from our childhood. Now, 
Army Men: Air Attack has taken the plastic army men concept to the skies. 


Players can pilot up to four different helicopters, utilizing co-pilots with different weapons expertise, 
through 16 missions. Most of them involve “search and destroy” objectives, but there are also missions which 
require you to retrieve objects or protect trains and teddy bears. That’s right — | said teddy bears! Since 
the soldiers, helicopters, tanks and buildings are all in a smaller scale, everyday items become strategic and 
insects as small as bees can be considered a threat. 


The novelty of controlling “toy” helicopters in real-world settings does lead to some humorous moments, 
since it is taken so seriously. There are black and white newsreels describing the results of battles between 
the tan and green armies, for example, and dead-pan mission briefings discussing what turns out to 
be a battlefield on a picnic blanket. Whether the main purpose of using plastic toys, as opposed 
to actual helicopters, is to add humor or to downplay the violence, in either case the novelty 
eventually wears off. Even though i was using a winch to move a donut away from my base, 
thus distracting the advancing ants, | took it just as seriously as any mission in a more realistic 
game. 


The biggest problem with the game is that it can’t decide if it wants to be serious or funny. 
The majority of the levels take place in the “Army Men universe” and feature environments with 
tiny trees, rocks, water, and mountains. Nothing distinguishes these levels from those in 
games like Soviet Strike. Even when a level is set in the “real universe,” such as a school yard, 
there aren’t as many objects to interact with as you might expect. Why didn’t the designers take 

the concept all the way? How about a 
swimming pool level where you could drop 
bombs on ships in the water and over 
sunbathers? Or a level in the street, where you 
could fly under parked cars, float ships in the gutter 
water, etc.? What about a classroom, a kitchen, or 
a kid’s bedroom? There are a lot of possibilities 
from the concept which are never realized. 


Once you’ve gotten over the initial humor of 
controlling plastic soldiers, Army Men: Air Attack 
is just another serious helicopter combat game. In 

that respect, the game is good but not quite as 
enjoyable as games such as Return Fire or Nuclear Strike. The 
graphics look good, but not excellent, with some draw-in and 
slowdown during heavy fighting. Control of the helicopter is easy 
to learn using either the digital or analog sticks, but you can’t 
always fly where it looks like you should be able to. AM:AA 
does offer a two-player “capture the flag” or 
cooperative game which extends the replay value. 
Unfortunately, the vertically split screen ae ee 
doesn’t give you much of a viewing area, wy locales adds some humor 
if you decide to use the on-screen | —zZ_e initially, but eventually the concept 
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—_ wears thin. With no levels that really 
map. ——s stand out, and average graphics, you’re 

left with a helicopter battle game which is 
decent enough, but nothing special. 
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GENRE: } Puzzle 
PUBLISHED BY: | Mindscape 
DEVELOPED BY: | Pure Entertainment 

AVAILABLE: { NOW! 


Conventional wisdom tells me that this should be a lousy 
game. The developer isn’t well-known, the publisher hasn’t made much 
of an impact in the PlayStation market, the title isn’t licensed or a sequel, 
and the game came in boxed form (usually a sign that the publisher wants it on the 
market before bad press). in this case, conventional wisdom is dead wrong! 


Like all classic arcade games, Rat Attack’s object is simple. As a clever cat, you’ve got to 

catch a ravenous band of rodents which is laying waste to the premises. Your feline is not ferocious, 

however, and cannot dispatch the rodents in the traditional matter (i.e. eating them). instead, you capture 

them with a device known as the eradicator (think Ghostbusters). By encircling a rat with the eradicator, you 
can suck it into storage and then dispose of the rodent elsewhere. in order to move on to the next level, you must 

meet your rat “quota.” The more rats you dispose of at once, the larger the bonus. However, if you get hit by a rat before 
emptying your eradicator, the captured rats will escape! 


Aside from using the eradicator, your cat can jump and stun rats temporarily with a swipe of its paw. Otherwise, 
me you cannot touch one directly or you will lose a life. Cats have nine lives, naturally, but losing three of them will 
Le require you to start the level over. The rats, meanwhile, are relentless in their goal of devouring furniture and other 
. - objects in the “room.” 


| | a : Add floor pads and power-ups to this already frantic mix and you’ve got one wild game! Floor pads include things such 
ee ae as teleporters, mutators (which create monstrous rats) and duplicators (which make clones of any rat that walks 
yr Lae over them). Power-ups boost the range of your eradicator, give you 
a temporary speed boost, and restore life, among other things. 
If that wasn’t enough, there are also hazards, such as : i 
vacuum cleaners, dogs, and lawn mowers. While you can we eee GS 
use them to help eliminate rats, they can hurt you too. tha 
Later, you'll able to perform special moves (after collecting 
coins) and can use cheese as bait. 


The game takes place from an angled, top-down 
perspective. The themed areas, which include a house, 
garden, museum and factory, look like something straight 
out of a Warner Bros. cartoon. With bright and colorful 
backgrounds and angled, polygonal objects, Rat 
Attack looks like the PSX version of Frogger. The 
cat character designs seem inspired by Japanese anime 
(even though the designers reside in the U.K.). The catchy 
music and sound effects compliment the look of the game 
perfectly and give it an arcade feel. 


Don’t be fooled by the cartoonish look of the game, 
however — Rat Attack is definitely not a piece of cake! 
The environments become more treacherous, the rats 
differ and become faster, and the pace of the game picks 
up to a point where you'll eventually set overwhelmed. 
And, like a good, classic arcade game, you’ll want to keep 
playing it over and over to get better. 


ido have a few complaints, of course. The cats are about the same size 

as the rats, which sometimes makes it difficult to distinguish between them 
(especially if your tabby is gray, or when the camera zooms out in multi- 
player mode). i’d have preferred that the eradicator spread 
LING out in a solid circle rather than an elastic-type shape 

7 which too easily can be stretched into a thin line. 
Nl A ey ol = Finally, the multi-player game, while fun, could 
addictive arcade-type game. Wa ; have used a “battle” mode where at 
Although, the subject matter may > : least one player could playa rat. 


make it especially appealing to younger 
players, older players who remember classics 
such as Robotron or Food Fight will also enjoy 
the gameplay. 
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GENRE: 7 Ist Person RPG 
PUBLISHED BY: | Agetec 
DEVELOPED BY: | Fram Software 
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While developers like Naughty Dog, Core and Square have 
become household names within the hardcore gaming ranks, From Software, 
makers of both the King’s Field and Armored Core series’, have never quite 
gotten the recognition they so rightly deserve. Having been around since day one of 
the PlayStation’s Japanese launch with the original King’s Field (which was never released 
in the States — the American King’s Field was actually King’s Field ti in Japan and King’s Field il 
here was King’s Field ili there, but i digress), From Software has always been one of the first and few 
developers to get in on the ground floor with Sony’s new hardware. Of the six or seven games currently 
heading toward completion for the PlayStation 2 next March, their Eternal Ring, a King’s Field-style, first-person 
adventure, will be available at launch. You don’t receive that kind of favored status by producing mediocre product. 
While their games might not fall into the top-ten best seller lists when they’re released, it’s a sure bet that they will be 
fun, deep and rewarding experiences. Shadow Tower, their newest first-person RPG, is no different. 


For starters, Shadow Tower has actually been available in Japan for quite some time now (it came out mid-‘98). 
While looking and playing an awful lot like the King’s Field series, Shadow Tower is billed as a completely new and unique 
game — its story line and universe (of which there is little) is completely separate from King’s Field’s, and it’s meant to 
be played as a stand-alone adventure. Although, with that said, | still think that the people who will get the most enjoyment 
out of this game are the ones who really dug the King’s Field experience. What story there is, is set during medieval times 
and revolves around an ominous and evil, demon-filled tower that had suddenly rose out of the darkness and devoured 
the town and its peaceful inhabitants below. As a young adventurer heading across the countryside, you stumble 
upon the tower, as well as one of the few surviving townsfolk. A case of mistaken identity ensues and you find 
yourself involuntarily elected to enter the inner-reaches of the tower and eradicate the evil beings 
residing inside. 


Storyline aside, if you’re familiar with the look and game play of the King’s Field games, then you'll be 
right at home with this one. Shadow Tower is controlled in the same manner, using the D-pad for direction, 
the L and R buttons for strafing and looking up and down, and the four buttons for attacking, defending, 
magic and menu management. An unfortunate omission is the lack of both analog control and the Dual 
Shock’s vibration feature. Even thought it wasn’t in the Japanese version, why not take the time to 
implement it in the US game? Using the sticks would have been perfect for the type of control this game 
requires. | should mention there is an option to configure the control the way you want it — even to the 
extent of mapping the movements of the D-pad to the buttons, a la Turok. The game still moves along at a 
slow, plodding pace and you still have the energy 

meter that will drain after every attack and not 
allow you to strike again until it starts to replenish. 


While the game might look and play similar to KF, 
there are enough differences to make it stand on its 
own two feet. For starters, weapons and armor will lose 
their strength and get damaged with repeated use. To 
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combat this, there are items that can be bought which TRADE FOR MPPOTION 
will repair the damage before they become useless. You ame For 
can also equip a secondary weapon to each hand with ino Mm 


the ability to cycle between the two with a combination 
of button presses. The graphics area small step up. it’s 
definitely the King’s Field engine, but an attempt has been made toalleviate | = = ™ 157 15 
the exploding pixel mess and seaming found in the earlier titles. The el ee 
last difference is a VS. Mode, which is a pretty cool one at that. The game 
keeps track of every different enemy you encounter, letting you go into 
a menu and learn their attributes and so on. You can then take 
these enemies, load them off of your memory card and play , 
a two-player fighting game, pitting any of the ones 


a a a) SLA a 


Shadow Tower would 


you’ve encountered against each other. While probably have fared better 
it’s not Street Fighter or Tekken, it’s a nice SDF... ag tigeh to i ei ve mas 

P -p: - a as IT Is, ITS not quI Up TO SNUTT WI 
little bonus, if | do Say So myself. —— the current generation of games hitting 


shelves this holiday season. Still, there will 
be those who will really like this game — 
especially those of you who are fans of the King’s 
Field series. Shadow Tower offers up a long and 
entertaining quest, plenty of exploring, and a nice 
departure from the crop of traditional RPGs in today’s . 
PlayStation marketplace. 
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| BY: GENRE. 7 Game Show 
re PUBLISHED BY: | Acclaim 
es DEVELOPED BY; | Acclaim 
ORIGIN: | USA 
# OF CUS: | | 
AVAILABLE: | NOW 


While the South Park craze might be slowly burning itself 
out, Acclaim is counting on the fact that consumers and fans will at 
least want to purchase a few more of these licensed games. As the second 
of three (a port of the N64/PC first-person South Park shooter shipped last month 
and South Park Rally is due out Dec/Jan), Chef’s Luv Shack falls in line with other 
trivia/party games, such as Berkeley Systems’ You Don’t Know Jack. Games like these are 
at their best when played with a group of friends in a social setting, and Luv Shack is no exception. 


In the game, the omni-sexual Chef takes on the role of game show host and leads up to four players 
(as Cartman, Kyle, Kenny and Stan) through a wacky tour of trivia and mini-games. Like any good game show, 

you are awarded points for every question correctly answered, and the player who has accumulated the most points 
at the end of the pre-selected amount of rounds wins the game, as well as serious bragging rights. 


Here’s how Luv Shack works; First, you select the number of rounds you want to play — anywhere from two (“quickie”) 
to eight (“hot & heavy”) . Once selected, and after a brief introduction from the announcer and Chef, it’s straight 
to the first round of questions. Here, you’ll compete against your friends to get to the buzzer first and answer the 

questions correctly. The questions range from South Park-specific trivia (“Who battled Mecha-Streisand along side 
Robert Smith?”), to more general trivia (“Which Styx album featured Come Sail Away?”), to downright offensive, but 
Seriously funny trivia (“What is the scientific name for a fart?”). Every question is worth 500 points and, if you answer 
incorrectly, you can start finding yourself in the red really quickly. After three questions, you’re thrown into a 
bonus round, where you’ll get the chance to make up some points. These time-based bonus rounds consist of 
a host of mini-games and, in my opinion, are the coolest part 
of the game. Each one is a retro-throwback to the games 
of yesteryear and range from “Asses in Space” (where 
you control either Terrance or Philip and shoot floating 
asses similar to Asteroids) and “Beefcake” (where you 
maneuver Eric back and forth across the screen catching 
Weightgain 4000 similar to Kaboom!), to “Bad Kitty” ty 
(which is just like Donkey Kong, except you have to get [Po = 
kitty to the top of the screen and the waiting pot pie, 
while evading Cartman’s dodge balls) and “Spank the 
Monkey” (where you follow Mr. Mackey’s example, a la Simon 
Says, as he spanks the five-assed monkey). A. 
Every so often, you'll get the chance to double~= i  M 
down on a question, as well as earn extra points by ee 
answering a series of questions in a predetermined 
amount of time and give Eric the alien anal probe. 


lf you are a fan of the show, then there are a lot 
of cool things to like about this game. There is quite 
qd fair amount of voiceovers and sound bytes, which 
were specifically done just for the game by isaac Hayes 
(Chef), as well as Matt Stone and Trey Parker (who voice 
just about everybody else). Chef even pulls off a 
shortened rendition of his famous song, “Simultaneous 
Loving”, in the game’s intro. movie. The graphics are true South Park, 
meaning they are crude and rudimentary — just like the show and that’s 
the way they should be. 


SCUZZLEBUTT& FRIENDS = 

if WHICH STAR OF "IN SEARCH OF...” DOES 

S There are also some downsides to this party game, specifically ptr a a anna 5A ca 

és the frustratingly long loading times. Not only does it take a 

LING “YAR while to load, but the game has to consistently load 
a ee es every few questions, or when it switches from a 
South Park Rally (I’ve only seen \— trivia screen to a mini-game. This is ok if 
an early PC version), Chef’s Luv ee ’ 

Shack is definitely the best South Park Oe _— play mig two wh three eines 

licensed game available so far. If you’re — but can be quite irritating if 

a fan of the show or are looking for a fun ~~ you’re in it for the long haul. 


and decent trivia/multiplayer game for your 
PlayStation, than go ahead and give it a whirl. Most 
likely, you won’t be disappointed. 
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GENRE: 7] Racing 
PUBLISHED BY: | Crave Entertainment 
DEVELOPED HY: | VCC Entertainment 
ORIGIN: | USA 
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AVAILABLE: {NOW 


The only thing worse than a bad game is a bad game 
that thinks it is a great game. Our reviewable copy of Killer Loop 
showed up accompanied by a list of reasons stating why the game 
was better than Wipeout 3. it’s really too bad that nothing on that list was 
accurate. Killer Loop may have been inspired by the Wipeout series but, in my 
opinion, it sure can’t compete with it. 


At first glance, Killer Loop appears to have what it takes to succeed. The game is visually 
appealing, with plenty of bright colors and an eye-catching design scheme. Both the vibration 
and analog functions of the Dual Shock are supported and a split screen multiplayer option allows 
you to take on a friend. So, what’s the problem? The game is completely uninspired. 


A racing game is supposed to excite the player. There should be an adrenaline rush, a constant worry 
that someone will overtake you at the last second. The competition needs to be cutthroat — and it needs 
to be challenging. 


The computer opponents in Killer Loop only serve to take up space on the track. Every once in awhile 
they will get in your way, they might even fire a weapon or two at you but, for the most part, they are just 
there. The game’s only challenge comes from snagging the energy crystals strewn over the tracks. These 
crystals give your pod the extra power it needs to move along at top speed. 


if you miss the crystals, you simply won’t be able to go fast enough to win. if you hit all the 
pick-ups, then you really have nothing to worry about. Once you discover the best line, you can 
circle the track and simply ignore the other racers. in essence, the game is reduced to a simple 
time trial. 


The weapons in the game have some nifty visual effects, but the weapons themselves , -~ 230m ca 
are more or less useless. Take, for example, the missile. When hit by a missile, a pod simply | ia 
slows down for a second. it doesn’t get thrown off course, it doesn’t spin — absolutely Kil i FR (00P . a 
no control is lost. This makes the weapons pointless because the effect on gameplay is wer a 


so minimal. if you’re going to include weapons in a game, make sure they can cause some 
havoc! 


Another problem with the game is the control scheme. Typical moves, such as powerslides, 
are impossible to pull off. This lack of maneuverability makes the pods feel clunky and stiff — 
sort of like driving a Mack truck across 

an ice field. The sluggish handling ruins any 
illusion of speed the game may have had. 


Killer Loop does have one innovative feature 
in the form of a magnet. You have the ability (so 
long as you have energy) to engage a magnet 
at any time that will secure your ship to the track. 
This allows you to race along the ceiling of a tunnel 
or along an incline. While it is fun to play with, 
this single option isn’t enough to save the game. 


As you might expect, Killer Loop has a techno- 
style soundtrack which serves as background music while racing. 
Unfortunately, like the rest of the game, the music is uninspired 
and really doesn’t add anything to the title. Thankfully, there is 
an option to disable the game music. 


After playing for the better part of a week, | have 
to conclude that there really isn’t any reason to 


ed 
00:00 giles” 


239 


suggest purchasing this game. The tracksare With all of the recently 
boring and the competition just doesn’t ~ _released (and forthcoming) 
exist. Completing tracks doesn’t 7 ™ rere reall games on the marxet, 

j s i _A ere really isn’t any reason to 
feel like fun, it feels like a chore — purchase Killer Loop. It is a substandard 


that must be done. effort that is easily eclipsed by many of 
the competing titles on the PlayStation. Had 


the game spent more time in development it could 
have been the Wipeout killer that Crave promised 
but, as it is, this game has no teeth. Hopefully, Crave’s 
next attempt at the genre will be a bit more polished. 
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DMA Design 


When Grand Theft Auto was released last year for the 
PlayStation, it was a surprise hit. The concept of working for the mob 
and being a total NON-law-abiding citizen appealed to gamers around the 
country. it’s not like you can run around jacking cars in real life now, is it? Although 
a few vocal minorities denounced the game, most sane people saw it for the satire it 
was and have been patiently awaiting the sequel. 


Visually, Grand Theft Auto 2 looks a lot like its predecessor. in fact, if you didn’t know there was a 
Sequel hanging around, you could easily mistake this game for the original. That is, until you actually started 


playing it. The underlying gameplay has been improved, and the power struggle within the city is now a bit more 
complex. 


Instead of working for a faceless mob boss, you dre now a free agent. You can pick and choose your employer at will 
from a total of seven different gangs. Each of the game’s three levels contains three of the gangs. The Zaibatsu gang is 
present on every level, with the other six rotating out. 


Because the gangs are in competition with one another, you cannot simply walk up to any phone and snag a job like 
| ] you could in the original Grand Theft Auto. in this game, you have to earn a gang’s respect before you can work for them. 
nn i eS Earning a gang’s respect can be as simple as running a few “gopher” jobs before you are given permission to work the “big” 

pe jobs. Respect can also be earned by eliminating members of a rival gang. For example, in the first level, if you take it upon 
yourself to start killing off the Loonies, the Zaibatsu will begin to like you — a lot. it’s possible for your respect meter 
to increase and decrease depending on your actions in the game. 
This means that you can double-cross your current employer 
at any time, if you decide that you would rather be working 
=. for a competing gang across town. 
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The world of Grand Theft Auto 2hasmany more [ig "ye “eG fe 
a ae “little details” than its predecessor. Just walking around 
—* the city, you will soon realize you are not the only criminal 
aaah in town. Computer players will mug each other, cars 


will sometimes try and run you down, and every once in 
awhile the computer will carjack YOU. Another nifty little 
touch is the ability to pose as a taxi driver. if you steal a cab, 
- | a drive along the curb and honk the horn. Sooner 
— oe 3 or later you’ll convince someone to get in. For 
ys : a every second they remain in the cab you'll earn some 
oe f cash. Drive like a maniac and they're gone. it ain’t Crazy 
oy PUNE cot a taste For it. Ranster! Taxi, but it is a nice change from the general mayhem of 


a mon. let's do the gaibateu. Head over to es the game. 
The Village. Neahal us 


e «Poo uRe got a taste For it, Rooster! 
J c'mon. let's do the Zaibatsu. Head aver to 
The Village. Yeehal 


The “radio station” soundtrack has made a return in 
Grand Theft Auto 2, with over two hours of music and DJ 
air time. Like the original, every car you jack has a different 
radio station tuned in. As you move from car to car, the 
changing tunes help keep the feel of a living city. 


Unfortunately, there is no analog support — the control has 
remained purely digital. This is disappointing, especially considering that 
nearly all recent releases support the analog stick. if anything, the analog 
Stick is convenient. After you’ve gotten used to using it, it is hard to go back 

§ to the D-pad. The overhead view and R/C-style control works well for 
yw the game while you’re driving, but it does have a few issues when 
LING yn you’re on foot. Because the character sprite is small, it 
All in all, Grand Theft Auto 


can be difficult to see in what direction you are facing. 
2 inccwerthwhile sequel. DMA Also, there is no way to shoot behind you. if 
has managed to improve on the you are running from the cops, you really 


original without losing the elements want to be able to run in one 
that made it a success. While this version 


likely won’t get as much publicity (the furor direction and shoot in another. 
over the violence helped bring the original Grand Not possible here. 
Theft Auto into the news), it is worth checking out. 
Snag a copy and cause the havoc you’ve always 
wanted to. 
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As a fan of the classics, i was excited when | learned 
that Activision planned a PlayStation version of its collection of 
emulated Atari 2600 games. That excitement was short-lived, however, 
when i played the final product. it was with trepidation, therefore, that | 
booted up Activision’s intellivision Classic Games. 


Right away you'll notice that iCG has the same unreasonable load times as the 2600 
collection. Considering the small size of the game programs, this is inexcusable. Even selecting 
the options menu will give you “loading” screens back and forth from the main menu! Graphically 
speaking, iCG doesn’t have the frame-rate problems that plagued the 2600 collection. The games look 
exactly like the original intellivision versions, although | was disappointed they didn’t have those green title 
screens. The sound, however, seemed a bit “off.” Like Activision Classics before it, ICG has a cool feature 
which allows you to save up to 4 games in the middle of gameplay. Unfortunately, it takes up an entire three 
blocks of a memory card to do so! 


iCG features 11 video clips of interviews with programmers, which is a welcome addition for classic 
fans like myself. The sound quality of these interviews is pretty poor, however, and they are not very lengthy. (i: neADY? 
| would have preferred a gallery with some conceptual sketches, box art, and/or screen shots of unreleased Kaa’ 
games, or more trivia, but at least they gave us something. 


in case you didn’t know it, iCG is based on the PC/Mac program “intellivision Lives!” That version 
featured over 50 games, however, as compared with just 30 in the PSX version. | might be willing 
to excuse the omission of all the interviews, videos, hardware photos, art, trivia, and other goodies 
contained on the CD-ROM version, but am i supposed to believe that the developers couldn't 
fit 20 additional measly intellivision games on the PlayStation disk? 


Speaking of the games, most of us who grew up with the Intellivision will remember 
their sports titles above all else. They were state-of-the-art in 1980-82, but the problem is 
that almost all of them required two players. That is still the case — 9 of the 30 games included 
cannot be played solo. Aside from the sports titles, unfortunately, the rest of the intellivision’s 
games weren’t that impressive and few hold up today. Other titles | remember fondly, such 
as Utopia, Bowling, Dungeons & Dragons, Burgertime, and Bump N’ Jump, are not included 
(although, to be fair, the latter three weren’t on the PC compilation either). Many of the best 
intellivision titles came from imagic and 
Activision — the rights of which are 
currently owned by Activision, oddly enough. 


The intellivision controller consisted of a round 
disk for movement and a numerical keypad to 
enter data. Because each game made different 
use of the keypad, overlays were provided to 
let you know how the buttons functioned. While 
ICG uses the PlayStation directional buttons to 
simulate the original disk pad, the numerical keypad 
is brought up on screen as a “virtual controller” 

by pressing Ll and L2 (or Rl and R2 for player two). 
When the on-screen controller appears (blocking your view of 
the game, by the way), you can move a cursor around on the 
keypad. The problem is that none of the overlays are provided. 


A COLLECTION OF 


You’ ll have to constantly refer to the game’s instruction manual 

to figure out the buttons. This makes even the most simple ot} 

games complicated, and the more complex games cv LINE 
almost unplayable. Only a few games, such as | — 
Astrosmash, Shark Shark!,and Pinball, don’t _ «itll 7 all edu a via 
require the use of the keypad and can buy “Intellivision Lives!” The. 


a be played easily. PlayStation version features fewer 
GAME SETUP i 
4 games, unreasonable load times, and 
° a difficult controller interface. The interviews 
@siow 4 were a nice feature, and the games look fine, 
FAST but the overall package failed to impress me as 
SUPER PAST ; 


much as | hoped it would. 
PLAYER MUST USE THE KEYPAD TO SELECT PLAYS FOR 
OFTENSE AND DEFENSE. 


PRESS L1¢4.2 TO TOGGLE PLAYER § HEYPAD, 


etHeeetdiat! , COMPraTisilirYv 
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Growing up as a latch-key kid during the late ‘70’s and 
early ‘80’s, | spent a lot of time in front of the tube. When i wasn’t 
playing Miner 2049er on my Colecovision, cutting all the hair off of my 
sister’s Barbies and getting stuck in trees, i was watching plenty of TV. While 
today’s prime time programming definitely has a lot to offer, i truly miss those 
days when you could spend hours upon hours mindlessly watching such delightfully 
cheesy shows as CHiPs, Knight Rider, The A Team and, of course, The Dukes of Hazzard. 


Yes, | was a Hazzard faithful and would tune in every week to see what kind of trouble those 
Duke boys had gotten themselves into. And, even today, if i come across the re-runs on TNN, i'll stop 
my incessant channel surfing just to hear Roscoe call Enos a Dipstick and have a look at Daisy in her short 
shorts. So, when | heard that Southpeak interactive was going to publish a Dukes of Hazzard racing game for 
the PlayStation, | was hopeful the developers (Sinister Games) would take the right approach, but | didn’t put 
‘ a lot of stock in it. Now that we’ve gotten the reviewable version of the game, i can safely say they have 
oo oY i ee successfully captured the “essence” of the TV show (which is greatly due to reassembling most of the cast 
ee | 7 to do the voiceovers) but, unfortunately, have fallen short with the actual game. 


The basic premise of Dukes of Hazzard: Racing for Home (yes, that is the official title) is to get behind the 
wheel of the General Lee (as well as six other well-known Dukes cars) as Bo or Luke Duke, and carry out a series 
of driving-based missions. Each mission typically has you completing a simple task, such as getting from Uncle 
Jesse’s farm to the bank while evading Roscoe and Enos, in order to deliver the mortgage money, or 
“pulling over” the bad guys (by ramming into them Chase 
HQ-style). The story plays out like one long episode 

of the TV show, with CG cinemas interspersed between 
each level, and even the show’s intro. has been 
faithfully rendered, scene-for-scene, into CG 
graphics. 


Ail of the Dukes’ mainstays are here, including 

Bo and Luke, Uncle Jesse, Daisy, Cooter, Boss Hog, 

Sheriff Roscoe P. Coltrane, Enos and the Balladeer, 

and, like | stated earlier, most of the cast (the ones 

that are still alive) has been reunited to do the voiceovers 

— Tom Wopat (Luke), James Best (Roscoe), 
Sonny Shroyer (Enos), Ben Jones (Cooter) and 
Waylon Jennings (The Balladeer) — even the voices 
done by sound-alikes are pretty on-the-spot. in my 
opinion, If the game didn’t have the voiceovers, it 

wouldn’t be worth anyone’s time or money. 


While the game is not terrible, it does reek of 
first generation. The in-game graphics look 
suspiciously like they were licensed from one of the 
early Test Drives or Destruction Derbies and the 
game play is overtly simplistic. There are an assortment 
of power-ups you can pick up along the track (including dynamite 
arrows, nitro boosts, damage-repairing toolboxes and oil slicks), as 
well as branching paths and decent opponent Ai, but it just isn’t 
enough to cut the mustard. The bland graphics (i know this is Hazzard 
County and all, but do pretty much all of the 27 missions have 
y/ ?) and 
|e to be on the same green and brown tracks ip 
LING XO straightforward game play become anexercise in fF 
Proguing te ge ant ona monotony by the sixth or seventh mission. The 

limb and still give The Dukes of \ only reason to keep playing is to get 
Hazzard a Silver score of 80%. qu icc} 
Wille yn hd ba slag ile careers: —~ to the next intermission, which will 
because I’m an admitted fan of the show, — hopefully feature Roscoe — 
there is something endearing about the game = i love that guy! 
that makes you want to boot it up and show all * 
your friends. If you’re looking for a deep, complex, 
next-gen driving game, then buy Driver or Gran Turismo 
2. However, if you are a Dukes of Hazzard fan, have a 


little discretionary money, or don’t mind a rudimentary driving 
—=y experience, then look no further. 
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THE CREATORS OF ‘COMMAND & CONQUER™ARE TURNING UP THE HEAT. 


- Real-time strategy blended with blazing action - Dozens of 3D-modeled units specific to each side 
- Sharp, 3D terrain with true elevation - Solo play, head-to-head, or skirmish versus the Al 
- Play three distinct sides across 30 missions - Pulsing cinematics and soundtrack 


°1999 Electronic Arts. Westwood Studios and Electronic Arts are registered trademarks of Electronic Arts in the U.S. and/or other countries. Westwood Studios st wood 
is an Electronic Arts” company. Dune” °1999 Dino De Laurentiis Corporation licensed by Universal Studios Licensing, Inc. Playstation and the Playstation logos _sasssesessemeeeseenrnemenenennes 
are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. www.westwood.com 
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” Last year, Electronic Arts released Knockout 
wi Kings to a gaming public that was hungry for a boxing 
” game to play on their PlayStations. EA delivered a high 
i quality boxing simulation that, while a little rough in some areas, 
was still a very enjoyable game. This year, the developers have added — 
more boxers, better graphics, a wider variety of punch combinations 
and fighter-specific signature punches. There’s also a brand-new, hip- 
hop-style sound track and a deeper create-a-player mode. 


| know it has less to do with gameplay than just about anything else in the game, 
but I’ve got to comment on the music first and foremost. Maybe it’s because i’ve been bombarded 
with this hip-hop crap in back-to-back EA titles (NBA Live 2000 features a similar set of 
songs), but i can’t believe that this is the best, or only, kind of music that can be paired- 
up with the games. Who the hell is “O”, and why on earth do i have to hear his drivel “in 
oe 3 the Game” when I’m choosing my gameplay mode and other options? To quote someone that 
eg PP vay Lh _ can actually sing (and has sold a few albums), “Any fool can think of words that rhyme...”. Yes, 
aiid” tinct “4°, = that’s a Morrissey quote (former lead singer of The Smiths, for those of you just as out of 
hh touch as | am). Granted, there’s this thing called volume control, and you can just turn it down 
(or better yet, off), but after looking at the credits in the back of the manual, i’m beginning 
to think EA has some sort of financial stake in this guy. There’s a chart on this “O”, 
complete with album name, release date, website address, and he’s even a character 
in the game (100-0), and he apparently holds the title of “World Champion of Hip- 
Hop, international Rhyme Champion”. What the heck (i’ve already said “hell” once) 
is that all about? Oh, and since i’m on the cross-promotional grandstand, i also 
like the Ecko Clothing logo and paragraph (on the same page) that describes 
how you can find Knockout Kings 2000 “hang-tags” on the Ecko brand clothes 
at your nearest retailer. What the .... is there a GAME in here anywhere?!? 


Fortunately, once you wade through the crap (there’s that word again), there’s 

an excellent video game underneath it all. One of the 
few complaints about the original Knockout Kings was 
that it was a little slow in the frame rate department and, 
therefore, the punches seemed very deliberate and 
telegraphed. Despite the fact that the fighter models in KK2K 
are more detailed, the framerate is vastly improved. Ali and Sugar 
Ray have lightning quick jabs, and they can dance around the 
ring like Fred Astaire (who?). 


If you’re a decent gamer, you probably had no 
problem getting past the boxers in the original KK and 
beating the game in just a few hours. Note — you won’t 
have that kind of success with this game until you figure out how to use all 
of the new punch combinations. Heck, just cracking the top ten is 
tough, let alone trying to move up the ladder to the champ! —_ 


New for KK2K is an interactive training mode where 
you have to do some work on the body bag in order 
to gain additional attribute points (power, 
stamina, heart, chin, cuts). There are about 
Knockout Kings 2000 nine different lessons that you’ll go 


ai =P builds upon the original ; ae ’ 
Dhevirroue : game ane adds nacite depth, through in the training, and you it 
gi ULC variety, and options. The trade- learn your special moves 

off for those that like the simple button ( d sionatu ) in thi 
mashing of the the first game is that you an sign re move) in this 
will be hard-pressed to obtain the same level mode — so don’t Skip 
of success in Knockout Kings 2000. Despite the . it! 
obvious music deficiencies and multiple cross- IT: 
promotion tie-ins, KK2K makes for hours of fun! 
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With the advent of grunge and Generation X, Xtreme sports 
have become very popular, spawning a large following of fans and 
a multitude of PlayStation titles. Many of the games, including the well- 
known Xtreme 


Series, have attempted to bundle a variety of different sports into the game. Codemasters, 
however, has focused specifically on Mountain Bike racing and with the No Fear license snugly in 
place, and they present us with a title that takes us across the globe — racing in locales including San 
Francisco, Europe, and New Zealand. 


No Fear offers an assortment of modes, including Championship, Single Race, Time Trial, Duel and Tournament. 
You'll choose from various riders, each with different ratings and attributes ranging from Balance and Power to Recovery 
and Stamina. it’s up to you to find the rider with the right combination for you. in Tournament mode, you'll participate ‘ . WS 
in a series of one-on-one races. You'll race each course multiple times (against different opponents) as you attempt -_ hae €is\er~ 
to advance to the next round (and a different course). You have to beat each opponent to advance to the next race. 
Lose, and the tournament is over. Multiple tries would have been a bit more forgiving. By winning each round, you'll also 
gain modifications for use with your bike, including lighter frames, stronger brakes and different tires. Winning the total 
championship also unlocks more options, including higher difficulty levels, different track variations and additional racing 
locales. 


Racing simply isn’t a matter of pedaling until you reach the end of the track, however. Your stamina is 
represented on-screen by an energy meter that decreases as you pedal. Stop pedaling and the meter 
regenerates. On most courses, the only moving objects are the two riders and their bikes. This helps to keep 
the frame rate rock-solid. Backgrounds generally feature a good amount of detail and, as such, you'll 
sometimes see a certain amount of draw-in taking place. it’s far enough in the distance that it doesn’t 
distract from the racing, though. Bike riders animate and respond to your control very well, standing 
up to pedal hard and placing their feet down to help maintain their balance. The spectators at trackside, 
however, are fairly generic. With a good level of detail for most locales, the illusion starts to fade if 
you get too close to trackside, objects as some clipping and breakup occurs. You'll be hard-pressed to 
notice these minor issues, however, as you’ll usually be concentrating on the course. 


No Fear supports the Dual Shock’s vibration and various combinations of buttons and analog sticks as 
control options. Besides pedaling, you can 


activate your front and rear brakes separately, ——_— a 
lean forward and backward, as well as perform a variety 2 x 
of tricks over jumps. Four camera views are available, 
including a first-person handlebar view. Those susceptible a 


to motion sickness should DEFINITELY stay away from 
this view (but you've got to try it at least once!). 


No Fear sports a techno soundtrack to keep the 
heart pumping and includes some nice environmental 
sounds, Race on a course that carries you through a forest and you'll hear various 

birds chirping. Though a nice touch, a bit more variety would have helped. The 
same can also be said for crowd noise. Passing by a group of spectators generates 
a welcome but generic crowd response (how about a “Go Johnny, Go” ... Johnny 
be good?). Bike noise, however, is top notch. You'll hear various bike 
noises including the click of your chain, the sound of your tires 
running over leaves and that steady hum certain types of 
tires make on road surfaces.You’ll even hear your 

riders breath become more labored as your wt Ran tay 


energy meter goes down — cool. wi No Fear is “Xtremely” playable. 
With the ability to unlock increased 
difficulty levels featuring additional 
track variations and locales, as well as 
multi-player races, replay value is high. Any 
minor graphic issues fade into the background 
thanks to the top notch sound f/x and well designed 
track layouts. No Fear Downhill Mountain Bike Racing 
delivers what the experience that it promises — now, if that’s 
your bag... here’s your ride. 
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y In the past five years, I’ve reviewed more 
4k -» driving games than any other category and, i can 
a say with confidence that, I’ve seen it all. Last year at 
this time | was playing TOCA, California Speed, Rush 2, Test 
Drive 5, Rally Cross 2 and a whole slew of others. Arguably, the 
least pleasant was TOCA Racing from 3DO and Codemasters. it 
was just too European in its design and feel (don’t take that the wrong 
way, | like frog legs and snails as much as the next guy). By too European, i 
mean that it was difficult to control, had unfamiliar licenses and lacked any real 
decent speed. The game didn’t do great numbers at retail and experienced a fate very 
familiar to all European-style racers released in the US — mediocre reviews and lackluster 
sales. imagine my surprise when TOCA 2 arrived in the office. This time around, 
Codemasters will be publishing the title themselves with a little distribution help from 
our friends at Activision. 


What's new in the world of TOCA racing you ask? Well, for those of you out there 
that missed the original, a little history lesson is in order. TOCA stands for Touring Car 
Championship and is one of the most popular forms of automobile racing in Europe. There 
really is no US equivalent, although you are beginning to see a little more coverage of 
the sport on outlets like ESPN 2 and others. The tracks are similar in design to those 
found on most CART or Fl circuits, but the cars are modified production models. 
That being said, TOCA 2 is very true to the original, with the addition of the 

updated rules and season. You can play in the Championship mode, as well 
as a Time Trial, Head-to-Head Challenge, and a “Support Car” circuit. The 
support cars are mini Fl vehicles that drive like go carts. 


Like most every other racing simulation on the market, you must progress 
through the season one race at a time, accumulating enough points to continue 
on to the next race. The top ten finishers receive points and, if you don’t 
score high enough after the second race, your season is over. Simple enough, 
now onto the meat and potatoes. The game mechanics 
are standard racing fare, with a qualifying round followed |< ————_ 
by a race with varying laps and pit stops dependant of Ks, acmeeeneimmmmemes 
your difficulty level. The circuit is not like most American racers ee 
and requires a lot of braking and slowing down. Here’s where 
things get ugly. in my opinion, the control is a disaster. No matter 
what happens, if a tire hits the dirt or gravel, your car will spin 
completely out of control, no matter how fast you’re 
going. imagine driving an Audi A4 at 40 mph and 
hitting a little patch of grass. What do you think would 
happen? Well, in TOCA 2 what happens is a total loss 
of control and steering ability and two complete 360s before you 
finally come to a stop. Not fun! What’s really amazing though, 
is that it’s not just the TOCA series that’s guilty of this, 
every “Touring” style racing game that’s come out 
in the last few years handles the same way. Does 
anybody really like this kind of racing? | know 
| don’t. Granted, this isn’t NASCAR, but 
psiean aie ee give me a break. You should be able 
a lot of patience. Unfortunately, to take a corner at 40 mph 
ate eae in a car with a race-tuned 
average and the graphics aren’t any better . suspension and not go 
than they were the year before, which was 


about a year behind the rest of the racers ~ flying off the track. 


available last holiday season. There are plenty of 
quality racing sims available for the PlayStation, there 
really isn’t any reason to get excited about an average 
one. Unless you just have to have another “touring” 
style racer, TOCA 2 is a rental. 
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Lots to talk about in a limited amount of space, 
so we'll have to get right to it (no intro fluff, sorry!). 


If you’re up to speed on your Live gameplay options, then 
you can skip this paragraph. If not, then here’s a quick features list 
for you: two gameplay types — Simulation and Arcade, with Arcade mode 
offering more high-flying dunks. This mode was in Live 99 as well, and what i still 
haven’t figured out is why it’s not more “over-the-top”. it’s a pretty tame “arcade” 
experience, certainly when you compare it to a true arcade game like NBA Showtime. The 
sim mode plays just like it did last year, with the computer offering a good challenge on the 
two higher difficulty settings. Other gameplay modes include Season Play, Playoffs, and Practice, 
where you can pick any player you want and work on your game. There’s a Draft mode, create- 
a-player option, and trades that can include more than two teams (a nice touch). Lastly, there’s 
a three point shooting contest, which was a cool feature five years ago, and is now just “there”. 


Ok, so the game plays pretty much like it did last year, no problem. We’re here to play with the 
legends, anyway. | mean, who the heck wants to play as Sam Cassell when you could play as Oscar 
Robertson, Jerry West, Willis Reed, Sam Jones, Pete Maravich, Moses Malone, and a group of guys that 
simply go by a single name — Bird, Magic, Dr. J, Worthy, McHale, Wilt, Cousy, Hakeem, Dominique, 
“the Pearl”, and Elgin? Now, whenever anybody puts a list together naming the “ten best” or 
“top twenty” or whatever, it’s always cause for debate, and this list of great hoops players 
is no different. First of all, where’s KAREEM? Anyone? Kareem? Anyone? What the...? Probably 
some licensing agreement that couldn’t be reached, but it’s still a shame not to have 
the NBA’s all-time leading scorer in the game. Next, and maybe it’s the same signing 
problem, there’s no Connie Hawkins. Granted, Connie was before my time, but | 
have seen footage of him on ESPN Classic, and | know a bit of NBA history — this is the 
guy that basically paved the way for high-flying artists like Dr. J and Jordan — he 
was 15 years ahead of his time! And, where’s Tom Chambers??? The greatest player 
to ever grace EA’s own Lakers vs Celtics, and he’s no where to be found. Lastly, 
anyone over there at Camp EA ever heard of Bernard King? — he’s The Man. Oh, one more 
thing — where are the shooting guards for the ‘80’s teams? George Gervin? The iceman 
was purely ‘70’s, and he’s a small 

forward at that. How about World B. Free, 

or Joe Dumars, or Danny Ainge, or Adrian 
Dantley, or “the people’s shooting guard”, 
Joe Hasset? Anyway, just being able to play 


as any of the 40+ legends is a treat, and dare 


Player ofthe Game = 


; 

Fine _ 
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| say, it’s about time! 


Something I’ve been asking to see in a 
hoops game for years is a one-on-one mode. 
After all, if you’ve got the practice mode, how tough could it be 
to slap another dude on the screen and let them have at it? Apparently, 
it wasn’t too tough. The Michael Jordan in One-on-One mode lets 


—_! 

you put any two players against each other. So, if you’re a err 
traditionalist like me, the first thing you'll do is put Dr. J , 
vs Larry Bird in the game! in this mode, you can er! 
obtain the right to use the Legends on your _ VT 
current NBA Season mode roster, if you rs) NBA Live 2000 includes . 2 
beat certain players in one-on-one. the features necessary to | 

keep the series from becoming TAG LI TS 
Pretty cool. old and tired. Seeing how this could F OL CE 


be the last Live game for the PlayStation 
(although there’s probably one more in 
line), it’s a good way to go out — on top! 
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As we mentioned last month, the Supercross 
EVERYONE | wars have begun. First, it was THQ with Ricky 
4 ok: at Charmichael, now it’s 989 Studios with Supercross Circuit 
A esl and next month it will be EA Sports with Supercross 2000. Anyone 
think there’s a market for this stuff out there? The first of the recent 
batch, of course, was Acciaim’s Jeremy McGrath, which was a retail 
success but fared much worse in the press. it was that game’s retail success, 
however, that has spawned the recent crop of Supercross titles. Let me be the first 
to say that we are already at a point of overkill, three Supercross games coming out 

in rapid succession is two too many! | don’t think the PlayStation can absorb too much 
more Supercross. That being said, however, it’s time to find out which one to buy. 


Developed by idol Minds (the same folks who brought us Rally Cross 1 & 2), Supercross 
Circuit has everything you would expect in a full-on simulation: licensed bikes and gear, 
as well as professional riders, a track editor and even an arcade mode to have a little 

“no obligation” fun. As you progress through the different circuits, you will be able to race 
in 20 authentic race venues, as well as have your choice of eleven different cycles. As usual, 
you won’t be able to access all of the cycles or tracks until you make a little progress through 
the season. The bikes all have different characteristics and can be customized to meet your 
individual tastes. 


In simulating a sport where control over your vehicle is paramount, it is obviously 
the thing that will make or break the game. While definitely manageable, the 
control in Supercross Circuit is a little squirrly. You never really feel like your 
tires are on the ground — it’s almost as if the bikes are on a wire. it doesn’t 
take long to get the feel of it, but you definitely have to be light-handed with 
the controls. Additionally, the frame rate seems to speed up and slow down 
in different areas of the tracks. Don’t bother trying to view the on-screen 
information (speedometer, map, place, etc.) because one look away from the 
course dnd you’re eating serious dirt. You also have to time your in-air tricks very 
carefully. A tap of the shoulder buttons will perform a 
variety of different tricks but, if youdothematthewrong <= 
time, you won’t be able to recover. The Rl button performs §' “= 
a “goose” feature which allows you to get a little extra juiceinthe § 
jumps so you don’t continually land short. in comparing it to THQ’s 
offering, the one thing that makes this game stand out is the Al. 
It’s not so tough that you can’t catch up. You can take one and 
maybe even two spills, depending on the course, and 
still finish first. in Ricky Charmichael, it’s one spill and 
you’re done for the day. 


Graphically, Supercross Circuit is the best of the bunch thus far. The 
animation is awesome and the bikes and riders are very well drawn. 
The natural inclination would be to draw parallels with Rally 
Cross, but they are not the same. Supercross Circuit plays 
great and doesn’t suffer from the same type of control 
issues that the RC series has. The lack of any kind 
|» of commentary hurts the game though. it 

While Supercross Circuit Qn just gets a little tedious going round 
is a solid Supercross/ in circles with nothing to break the 


Motorcross simulation, it comes 


G-SHOCK DER BAG 


G-SHOCK OIRREE) 


up just short of receiving our Editors monotony up other than the » 
Choice. The slippery controls, combined soundtrack, which is eee 


with no commentary (which EA’s has) give 


it room for improvement, but the overall innocuous at best. 


package is an enjoyable one and my personal 
choice as the best motocross simulation available 
for the system, so far. 
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Well, what a pleasant surprise. When | found out that 
there would be two EA Tiger Woods titles this year, | had all kinds 
of negative feelings about CyberTiger. | knew the regular Tiger Woods 
PGA title, due in stores January, would be good, but images of some kind of 
Generation X, extreme sports golf were conjured up by the title CyberTiger. instead, 
and without trying to give it the kiss of death, you end up with an extremely fun game, 
reminiscent of Sony’s Hot Shots Golf, that allows family members with different skill levels to 
participate together. 


First and foremost, as a regular golf game, CyberTiger is a blast. All the standard features that you a 4 
would expect are included. The Single mode has eight different options, varying from Practice and the Range to e 
Tournament, Stroke and Skins play. Control is tight and the interface is well laid out and clear. Club swing control 
revolves around the standard three button pushes; one to start the swing, one to stop the swing at the maximum 
power for the shot and one to actually hit the ball cleanly. Or not, as the case may be! There is also an analog 
control that involves manually rocking the club back that is very tricky to master. 


The Practice and Range modes are most important if you plan to play with the analog control, but also useful in wert tind 
their own right. Driving, Putting and mall Sas 
Pitching/Chipping can be honed and the various targets are a challenge to hit. gre ae 


Visually, CyberTiger is quite stunning, with a color brightness and sharpness more reminiscent of Nintendo 
games. Five courses are available, and one of the few design mistakes is to only have Spyglass Hill available 
first. it’s a fine course, but at least two of the five courses should have been available from the beginning. 
A pseudo-techno beat plays in the background and, like most soundtracks, is pleasant but uninspiring. 
it’s there because it’s required, not because it adds to the product. Tiger also throws in little 
commentary pieces regarding you and your opponents’ play. Harmless stuff and switched off as 
an option if you so desire. 


What sets CyberTiger apart from numerous other titles is that the difficulty settings are different MS Ae 
age group versions of Tiger and the other golf characters. There are three different settings — Adult, Face Ath 
Teen and Kid, and the swing meter slows down appropriately for each. My two pre-teen children, who ie 
enjoyed playing around with Tiger 99, were enthralled by this and the ability to play from shorter tees 4g: 31 Be BY oe nt re 
with appropriate-looking characters, while | 
played the Adult Tiger. The five different characters, a nal 
Chip, inga, Carman, Mia and Steel, cover the appropriate 
ethnic gamut allowing each player maximum choice. 
Again, a small quibble is that it would have been nice 
to rename the characters, but any negative issues are 
very small. 


Younger characters and easier control does not 
however also mean simplistic opponents. Even an experienced golf game player 
will have to play well in such games ds Skins to come away with the money. 


Tournament, Stroke and Skins game styles should be self-evident to any golf or 
video game golf fan but the Shoot-Out mode is also a lot of fun. Here, you play 
against three other players, and one player is eliminated per hole 
= es ae until there is a winner. A tied hole leads to a closest to the pin ui 
28 Acta BCT tie breaker. Lest you think that this is more a family game Pas © 
2 , than a challenge for the video game champion in your > LINE 


St ORE : 


C — . midst, | can assure you that the Career Mode Cyber Tigerreat title that 
a stands as a challenging 
, ‘REPLAY "PI adds multiple tournaments and rounds wii game of golf in the Adult Mode, 
_ for the player to beat. _— yet adds a tremendous amount of 


game depth with the smart choice of 
younger characters for different difficulty 
settings. Sharp graphics, intuitive gameplay 
and many options make this a must-have for any 
family with multiple generation game players. 
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, it’s been three years in the making, but 
Konami has finally produced a sequel to one of 
my five favorite PlayStation games of all time — 
International Track and Field. As with the old-school, 
original arcade-based games, international Track and Field 2 
is a button masher’s dream. Those of us that have been around 
for a while have fond memories of these “ultimate party games”. The 
sequel mixes a little of the old with plenty of new events. The tried and true 
favorites are in there, such as the Javelin Throw and 100 meter Sprinting events, 
and some new ones, like Springboard, Weight Lifting and Canoeing freshen the game 
up a bit. in the original, the gameplay was rock-solid, but the visuals were a little 
rough. Keep in mind that they were first generation graphics, and we’ve seen some 
tremendous leaps since then. if Konami had kept the gameplay and updated the 
graphics, we would have had one of the greatest PlayStation games of all time. Alas, 
that is not case. 


First off, let’s take a look at the complete roster of events. You’ve got your choice 
of 12 events that include: the Horse Vault, 1km Time Trial, Sprint, Canoeing, 100m, Long 
Jump, Pole Vault, Hammer Throw, Javelin Throw, Weightlifting, Springboard and the 
50m Freestyle. As you'can see, there’s more than enough events here to keep 
you busy for months to come. When | reviewed the original, my one complaint 
was that, in a number of the events, you had relatively little control over 
your on-screen athlete. The same can be said of the sequel. Take the Horse 
Vault for example; all you do is press a variety of the buttons in a certain 
sequence to create your jump. You have no control over the running or 
the landing. If you press all of the required buttons in time, you will get 
a perfect jump — not very challenging. This can be said for almost half 
of the events. The exceptions are the running-style events. Everyone needs 
a little break from the button mashing, but you also want to feel like you’ve 
actually created the movements. 


A couple of months ago, Mark Androvich wrote a : 
piece about the development of joysticks over the years fp". “SL 
and how complicated they’ve become. international Track §- 
and Field 2 is a prime example of when you try to do too much. 
Events such as the Springboard and Weightlifting require 
so much controller interface that it’s just not fun to try and 
master them. The Springboard event, in particular, qe > 
was overly frustrating. i really lamented the fact tl VO 
that Konami left a Diving event out of the original WEIGHTLIFTING WR 262.5 ‘QUALIFY 225.0) 
version and now I’m lamenting the fact that they ae: 2 
brought one into the sequel. These events were so much fun when 
they were a little less cumbersome to control, now they’re 
just a waste of time. 


Visually, however, international track and Field 
2 is stunning. The character animation is 
flawless and the polygon figures move 
Ultimately, it boils down fluidly x Unfortunately , the gameplay ————————— 
to this; rie game is worth doesn’t keep up with the iF @ 
b . e e d | . Re A RR AR _» 
ghince atttine’s In dhivcr aaleur just advances made on the ee 
like to have a solid party game on- visual side, which will 


hand for whatever contingencies might make it fall a little 


pop up. It is not, however, a must-have 

game. The original was more fun to play and short of Gold 

the overall PlayStation library is so complete at status 

this point that there are a lot better places to spend . 

your money, if you’re looking to build your library of 
sports or party games. 
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= ° — Despite having great 


success in the professional 
hoop ranks with the NBA Live series, 
EA has been a consistent cellar-dwellar 
with their college hoops franchise, NCAA March 
Madness. This year, however, may mark 
the beginning of a new direction for the 
series as MM2K (as it’s being called) sports an 
all-new look, with great-looking characters and courts, 
and an abundance of new features. First of all, Mr. College 
Basketball himself, Dick Vitale, is providing the color 
| commentary. Love him or hate him, he brings excitement, 
ae -5 energy, and hyperbole to each and every contest! A 
| new gameplay feature, Dynamic Ball Control, allows you 
to choose which hand you dribble with and EA claims this 
will give greater passing flexibility to the user. We'll let you 
know if they pull it off in the next issue! Also, for those of 
you that enjoy playing games on dummy-mode (ie, 
Rookie level), there’s a new one-button press that 
combines multiple ball handling moves in order 
to make it easier for you to shake your defender. Unfortunately, 
we note in the press-release that there’s 
only nine different dunks to choose from. 
Last time we checked, even Toolie 
can do nine dunks! 


Just when you thought it was 
safe to check out a golf same for your 
PlayStation, here comes infogrames and 
their golf simulation, PGA European Tour. You 

may be thinking, “Hey, i haven’t seen that game before” or 
“Hey, EA must be doing yet another solf game based on that 
crappy golf engine they’ve been using for years”. Well, tiger, 
you’d be wrong on both accounts; you HAVE 
seen this game before, and no, it’s NOT coming 
from the company that has littered the planet with 
a dearth of golf games. Truth be told, PGA European 
Tour is based on the same Gremlin golf engine that 
has been used, most recently, by FOX and their 
FOX Sports Golf. We all remember what a winner 
that one was, don’t we? And before that, interplay 
tried to slap a ‘VR’ in front of the word “Golf”, and 
sell the game as “VR Golf ‘97” — but even that didn’t 
help. But, other than the fact that this same has now seen 
its third publisher, what’s even more amusing is the a 
fact Peter Allis is still around calling the cope dian a 
by-play! We’ll have a review for you in an wi 
upcoming issue, and we'll be sure 
to let you know if this cat has | 
finally run out of lives! 


The EPGA Tour 
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i The cynics at (s==e cere Sc 
" PSExtreme are outin full (igi 
force, much like the farmers 
ih ==> — | 4 ; of going after the Thanksgiving turkeys 
I pe ail - @_ with a big axe! However, we won’t be won 
—— ; RI ~ ever by the offering of a domestic 
eA TTT anise beer, no sir. Anyway, enter EA’s latest 
4 eerie =i; ges: FIFA offering, FiFA 2000: Major League 
4 Seer Soccer. This time around, it won’t be Stutgart 
vs Munchen, rather DC United vs The Clash (no, not 
THAT Clash). it’s nice to see that after all of the years 
of playing as European teams, we lazy Americans 
can finally play as one of our 12 professional teams 
(and no, we have no idea what the name of the other 
ten are, so don’t ask). Should you long for the chance 
to participate in one of the Euro’s seasons, you’ll be 
happy to note that you can still do that. in fact, there 
are also 40 classic teams included in FIFA 2000, 
so you can take your favorite old-school team 
and play against one from the modern era 
of soccer. However, we just polled a large sampling 
of individuals, and none of them could 
name a “classic” soccer club. So, if 
you CAN, then you know this 
game’s for you! 


Rodio DEEJAY ara 


Here’s strike number two for 
infogrames, otherwise known as 
Striker Pro. First, infogrames announces 
their planned release of their golf game (see 
other preview page), now they’re going to jump into the 
soccer fold. Granted, 1999 was pretty slow for the release 
of soccer titles (EA didn’t release their usual dozen), but 
does anybody remember 1998? There must 
have been a boat-load of soccer games released 


; Se) that year and, if you add them all up, they sold 
i ale | 2 eaely enough copies to fill a small box in a small 
i? ee i be Neve warehouse. Why then, would anyone want to come 
; ll " \ : 
oY Mrmr ot x out with another one, you ask? If we knew, we’d 
a | 1 ~=put astop to it, but some things are just beyond 
| of the reach of the long arm of PSExtreme! We 


can’t think of anyone getting excited about the 

prospect of playing another “football” same, and 
when you consider the fact that FIFA 2000 is going to 
include the Major League Soccer license, then 
there’s even less excitement for a European 
product with no American relevance. 
Of course, we'll save our gameplay 
Opinions ‘till review time, 
which should be in the 
next issue or so. 
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Capcom certainly has cornered 
the market on 2D fighting games. ina 
day and age when we have these won- 
der consoles that can push millions of 
polygons per second and pull off all 
sorts of crazy effects like bump map- 
ping, tri-linear filtering, full-screen 
anti-aliasing, etc., etc., etc., it’s cer- 
tainly a testament to these coders in 
Japan who can consistently deliver solid 
game play experiences without feeling 
the need to dress up their products 
with unnecessary eye candy. While hav- 
ing all sorts graphical enhancements 
— | isn’t necessarily a bad thing, it’s nice 
: ) : to see there’s still such a thriving 
“J OO EA Ma gl pe demand (in Japan and the US) for these 
types of games. JoJo’s Bizarre 
Adventure is one such game. 

Coming straight from the arcades 
in Japan to both the PlayStation and 
Dreamcast, this 2D fighting game takes 
the Street Fighter Alpha engine and 
adds an unusual assortment of anime- 
style comic book characters who, as 
best as | can tell, each have their alter 
ego or persona to fight alongside them. 


ABS These characters range from the typ- 

: eee _| ical, buffed-out super hero to the 
i al extremely odd and bizarre (hence, the 

Nowslfoad inet title). Some of the character’s names 


foes 


you'll be choosing from range from 
Vanilla Ice Cream and Hol Horse 
Emperor to Ebony Devil and Fool (who, 
by the way, is a small Pekinese dog). 
In typical Capcom fashion, Capcom 
has made an attempt to go far and 
beyond just offering another 2D fight- 
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ing game. With this game, you'll get the 
prerequisite stuff, such as training, 
arcade dnd vs modes, as well as an 
interesting story mode where you get 
the ability to play as most of the char- 
acters in the game while the adven- 
ture unfolds before you. There is also 
a PocketStation mode with all sorts of 
mini-games you can unlock and down- 
load ds you play through the game. in 
addition to these, there are two other 
secret modes that you must uncover 
by beating the game. 

In terms of the control and moves, 
JojJo’s Adventure plays like your typi- 
cal Street Fighter (half-circles, charges, 
etc.) with supers, combos, air blocks, 
counters and the like. | had no prob- 
lem breezing through the game with 
the first character I picked and no 
knowledge of his moves. This is a true 
button-masher’s fighting game, 
although I’m sure there is plenty of 
depth underneath. 

Can we expect to see JoJo’s Bizarre 
adventure come to the States? 
Probably not. I’ve personally never seen 
the coin-op in any of the local arcades 
I’ve visited (except in Japan, of course) 
and the characters and storyline seems 
so demented — even by Japan’s stan- 
dards — that it probably would have 
a hard time finding an audience over 
here. If you’re a hard-core Capcom 2D 
fighting fan, or like to have the more 
obscure and interesting import games, 
then Jojo’s Bizarre adventure might 
be for you. If not, stick to SF Alpha 3 
and don’t bother hunting this one down. 
GREG 
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is it just us, or do you readers 
also feel the same toward the 
word “everybody”? We can’t help 
but sing “everybody... every- 
body...everybody wants to be a 
star” when we hear that word. Ok, 
so it’s just us, but it’s not just 
PSExtreme that loved last year’s 
hit golfing game, Hot Shots Golf. 
EVERYBODY loved it, that’s why it’s 
called Everybody’s Golf in Japan! 
Finally, after months and months 
of holding our breath, SCE! has 
finally got the sequel out and, if 
you have the means to obtain a 
copy, we highly recommend that 
you get one. Hot Shots Golf was 
PSExtreme’s Sports Game of the 
Year for ‘98, so we’ve been look- 
ing forward to this one for quite 
some time. 

Everybody's Golf 2 has all the 
good stuff that you loved in the 
original, and lots and lots more! 
In fact, some might argue that EG2 
is chock full of goodness, but that 
would be crazy talk. No, EG2 is 
“stuffed” full of new courses, new 
characters, new camera angles, 
and many new challenges. There 
are now seven courses to master 
but, just like the original, you'll 
have to earn the right to play 
them. Two of the courses are 
available in the beginning, then 
you can enter tournaments to 
open up the rest. Of course, you’ Il 
have to WIN the events in order 
to open them up, but that’s “par” 
for the course! There are 13 dif- 
ferent characters to choose from 
but, just like the course, you'll have 
to earn the right to play as most 
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of them. You have three charac- 
ters available in the beginning, 
then you can challenge one of the 
hidden characters to a round in 
the “vs” mode. Should you beat 
them, you can then use them in 
any of the game’s play modes. 
Again, nothing different, in terms 


of gameplay, than was found in 
EG. 

Graphically, however, the 
game is crisper and more detailed. 
The players are a bit more ani- 
mated, too, as they always let their 
reactions cue you in to how you’re 
playing, be it an eagle, birdie, par, 
bogey, or double bogey, they have 
different gestures. 

From what we've heard in the 
rumor mill, Hot Shots 2 might not 
feature the same lovable big- 
headed characters that are in 
Everybody’s Golf 2. So, if you’ve 
just got to play as one of these 
guys, you'll need to grab a copy of 
EG2 at your ltocal Vandelay 
industries (import/export) store. 
But, the good news is that the 
American release is rumored to 
secretly contain a number of 
famous PlayStation characters 
that will be available for you to 
unlock and play as and 
against.Unfortunately, we’re not 
allowed to divulge the lineup but, 
needless to say, you have played 
as them in some of the best 
action/platform games of the 
past. We’ll have more details on 
the American version of Hot Shots 
Golf 2 in an upcoming issue, as the 
game is readily nearing its US 
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The EXCAVATE section i is what we dig up ratings from past issues and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this ds your buying guide throughout the year and as 
a reference for those older games that you might have missed (or wish you had). 


PLATINUM GAMES SCORE SILVER GAMES ISSUE SCORE 
Syphon Filter March 1999 99% Army Men 3D May 1999 89% 
Tony Hawk Pro Skater November 1999 99% Championship Motocross/Ricky Carmichael October 1999 89% 
Ape Escape July 1999 98% Metal Gear Solid: VR Missions October 1999 89% 
CTR: Crash Team Racing November 1999 98% Rising Zan: The Samurai Gunman September 1999 89% 
Dino Crisis Z October 1999 98% Tail Concerto October 1999 89% 
Final Fantasy Anthology October 1999 98% NFL Xtreme 2 September 1999 88% 
Legacy of Kain: Soul Reaver September 1999 98% Bass Landing November 1999 87% 
NFL GameDay 2000 October 1999 98% Castrol Honda Superbike Racing July 1999 87% 
Pac-Man World September 1999 98% NHL Championship 2000 November 1999 87% 
Resident Evil 3: Nemesis November 1999 98% Rush Down April 1999 87% 
Street Fighter Alpha 3 June 1999 98% Thousand Arms November 1999 87% 
Wipeout 3 November 1999 98% Jet Moto 3 October 1999 86% 
GOLD GAMES ISSUE SCORE Ultimate 8 Ball July 1999 86% 
Croc 2 July 1999 97% Chessmaster i} August 1999 85% 
Final Fantasy Viil_ October 1999 97%  GallopRacer November 1999 85% 
NCAA GameBreaker 21 2000 October 1999 Hot Wheels Turbo Racing October 1999 85% 
ly May 1999 96% Monaco Grand Prix May 1999 85% 
Civilization II March 1999 96% RC Stunt Copter October 1999 85% 
Demolition Racer November 1999 96% Soul of the Samurai September 1999 85% 
3 May 1999 96% Fisherman’ s Bait April 1999 84% 
August 1999 96% Konami's ‘80’s AC Special September 1999 84% 

August 1999 95%  Populous: The Beginning June 1999 84% 

October 1999 95% Test Drive Off Road 3 November 1999 84% 

June 1999 Triple Play 2000 May 1999 84% 

June 1999 ; 94% Grand Theft Auto: London, 1969 June 1999 83% 

November 1999 94% NASCAR 2000 November 1999 83% 

April 1999 ; 94% NBA Basketball 2000 November 1999 83% 

May 1999 94% NCAA Football 2000 October 1999 83% 

November 1999 94% Rampage 2: Universal Tour May 1999 83% 

ir. May 1999 93% Scrabble November 1999 83% 
Madden NFL 2000 October 1999 93% Kl Revenge March 1999 81% 
MLB 2000 June 1999 93% All Star Tennis ‘99 June 1999 80% 
NFL Blitz 2000 September 1999 Shadow Madness May 1999 80% 
L November 1999 93% BRONZE GAMES ISSUE SCORE 
R-Type Delta August 1999 93% Centipede July 1999 79% 
C October 1999 93% Juggernaut September 1999 79% 

IF Attitude October 1999 93% R-Types March 1999 79% 
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“It's the same every year;They come, they eat, they leave. It’s our lot in life, It’s not a lot, but it’s our life” —The Queen, played 
by Phyllis Diller, from Disney's “A Bug's Life.” — ee 
Without getting into how much | love this movie and how | think that almost any real lesson that you need to conduct your life on 
this planet can be learned from it, | can borrow the quote to tell you how | feel around this time of year. Many years ago, the video game 
industry discovered that they sold more games in the period between October | and December 31 then they did the rest of the year combined. 
SO, like lemmings in a procession leading off a cliff, all of the video game publishers began to try and squeeze all of their AAA titles into this 
period (and many of the less-than-stellar ones as well). Of course, the truth is always the truth, and good games sell and bad ones, for the most 
part, don't... No matter what time of year you try to sell them. But, the tendency is there for publishers to crowd a lot of great games into a 
very small window of time. This makes sense if you have the hottest license out there (read: Toy Story 2), or if you are releasing a sequel to a 
game that has broken through the core to reach a wider, more casual audience, but isn’t a winning philosophy if you are trying to sell, for example, 
40 Winks, when Spyro 2 and Toy Story 2 have just arrived on shelves. 
So, what happens is; hobbyist gamers (you qualify if you made it to the last page of the magazine and are actually reading this little stream-of- 
consciousness) get overwhelmed by the sheer amount of it all and can’t possibly find the scratch in their wallets to pay for what they want. 
My perfect example of this is an SCEA game released a couple of seasons ago called “Motor Toon Grand Prix” (if you can find it, buy it). It is, in 
my opinion, one of the greatest racing games of all-time and was developed by the same folks that designed the PlayStation’s biggest worldwide hit, 
Gran Turismo (and the upcoming GT2).The game is a Mario Kart/CTR style racing game, with fun and unique characters, great track design, beautiful 
graphics (even by today’s standards), and fantastic gameplay and depth. For my personal tastes,! would play it before GT any day of the week.While the game 
garnered quite a bit of praise in the video game press, it was tough to market and needed the benefit of established and recognizable characters, like a 
Mario Kart, CTR or Diddy Kong Racing. | believe that, if the game had been pushed a little more and had its release delayed until February or March, it 
could have been a hit. Instead, it shipped with a one page print ad, very little hype and right in the middle of December — pitting it against all of the big 
boys.. sunk without a trace. | still play this game and it is just amazing to me that there have been over a dozen racing games, all of inferior quality, that have 
outsold it. 
My point in all of this is that there are times when you don’t follow the herd — you separate and lead. Would delaying the release have guaranteed that 
MTGP would become a hit? No, but it certainly would have been given a better opportunity. Gamers are always ready to buy a great game. Remember, the 
original Resident Evil was released in March of 1996. 
With this in mind, | give you my list of the 10 titles that should form the core of your PlayStation holiday shopping list this season, regardless of the time 
of year in which they were shipped (all titles shipped this year). Obviously, this is a very personal list and | have not played games like RE3, GT2 or TR4 yet, nor 
have | included any sports titles... |’ll leave that to Eric. But, you can use it to help avoid the confusion that comes with the annual downpour of software. 
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|. Crash Team Racing 6. Legacy of Kain: Soul Reaver 
2. Spyro 2: Ripto’s Rage 7. Tony Hawk Pro Skater 

3. Toy Story 2 8. Pac-Man World 

4. Medal of Honor 9. Syphon Filter 

5.Ape Escape 10. Croc 2 
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& — oo The January issue of PSExtreme promises to be a star- 
studded, gala event. In addition to over 25.games reviewed, the __ 
latest PS2 details and some top-secret EXclusives that we can’t 
divulge at the moment, we will be presenting our 4th Annual 
1999 Extreme Awards.Who will take home the coveted Game é oe 
; of the Year award and who will be walking away empty-handed? Oe ete. Ve 
Toy Story 2 | Be sure to put on your penguin suit, hop in your limo and head. We talk to the whalers 
to the newsstand next month to find out. But of Medal of Honor 
wait, there’s more! On top of all of the cool 
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3 PS stuff you love so dearly to read about, § 
. ° ’ ws 
T Ae ee we will be throwing an after party (you’re S 
=| all invited) to celebrate our 50th issue of 
= PSExtreme — we're talking over 5 years of = 
a sot PlayStation coverage! VWWe’ve got some cool & 
| ~@ Ne stuff brewing that you won’t want to miss! % 
mae 4th 1 “99 
we 7th Annua Our 50th Issue 
» EXtreme Awards oe es Celebration!!! 
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® DESPERATE FIGHT FOR SURVIVAL. WWW.CAPCOM.COM 


“,.. THE MOST FRIGHTENING GAME. OF THE YEAR.” — NEXT GEN S 
RAW INSTINCT TAKES OVER IN THIS NEW, ADRENALINE- _— 
PUMPING JOURNEY INTO SURVIVAL HORROR. YOUR COVERT 9. 
MISSION TO INFILTRATE AN ISOLATED ISLAND COMPOUND -. BONUS! INCLUDES 
HAS GONE HAYWIRE. NOw, YOU FIND YOURSELF PURSUED BY = RESIDENT EVIL 3° 


A RELENTLESS PREHISTORIC TERROR... 


SUDDENLY, YOUR MISSION BECOMES ~ CAPCOM 


NEMESIS” DEMO 


si | M ITED OFFER 


” Offer good while supply lasts. Resident Evil 3 Nemesis demo offer subject to retail availability. © CAPCOM CO., LTD. 1999 © CAPCOM USA. ALL RIGHTS RESERVED. CAPCOM and the | : ago are registe 
EDGE are trademarks of CAPCOM CO., LTD. 1999 ALL RIGHTS RESERVED. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is. a trademark ofthe int 
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